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THE CRITICS AGREE! 

-MicroPros*’* game offers weeks 
to months of gameplay." 
Computer Gaming World. June 97 

*★★★ 

“Magic: The Gathering is just what 
the Samite Healer ordered." 
Computer Game s Strategy Plus. June 97 

“Magic: The Gathering Is a near-perfect 
translation of the card game." 

PC Magazine. June '97 

★ ★★★ 


“...hard-core gamers will 
appreciate the flexibility offered in 
the computer version.” 
Newsweek, April '97 













Duels QrtHElGNE&tALKiRS' 


Introducing the most complete arsenal for 
playing Magic over the Internet. 

The stakes have been raised and the battle lines broadened. 

Now it's time to face your greatest challenge in the most 
competitive Magic environment on Earth. 

The Original Magic...Only Better 


This special edition of Magic: The Gathering for the PC includes 
the original game, plus built-in Internet multiplayer, new cards 
you can’t get anywhere else, and an enhanced interface. 

Multiplayer Over The Internet 


With ManaUnk’, the complete Internet online system for Magic, 
you can wield your magic against human opponents around 
the world. Chat, taunt, beg and mock with multiple ways of 
communicating with your opponent inside and outside the Duel 

New Cards-A Powerful New Expansion! 

Enjoy all the power of enhancing your game with 80 new cards 
from Legends* and The Dark*. And, if you already own Magic: 
The Gathering, for the PC you’ll get a $15 rebate for a major 
savings.So, get what it takes to reign supreme on the battle¬ 
field of the mighty Planeswalkers. Because this time, it's the 
world you’re playing with. 





Available on Windows* 95. 
Visit your local retailer or call 
1S0069&GAME day or n^t 
(U.S. or Canada). 
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Before the Saga of the 
Clan Wars... there was the 
Scorpion’s great betrayal. 

_ - % Available now! 


For more information call: 

(888) 45RINGS - ^S|i 

www.frpg.com 


Five Rings 
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Drawing on Imaginary line 

| I IIS MONTH, I thought it would be wise to address a topic not necessarily 
found in print, but one that’s been slowly creeping into the Magic community— 
the notion that “Magic isn’t as fun as it used to be.” With the advent of the 
1 ro lour and its lure of big bucks and fame—many players arc now 
complaining that Magic has gotten too competitive and, therefore, less 
en joyable for the average player. 



My response to this idea: baloney! 
Magic is still a game. You get out of it 
exactly what you put into it. If you don’t 
want to play competitively, then seek out 
players who wish to only play socially. 
One hint: tournaments are not the place 
to go hx)king for recreational players. 
Tournaments are designed to draw 
competitors. I he whole basis for creat¬ 
ing a sanctioned tournament structure 
was to provide a place for competitive 
Magic players to meet and do battle. 

And for the more serious players out 
there, I have a bit of advice. If you choose 



to be an anal-retentive, card-flipping jerk 
when you play in a tournament, that’s 
your call. Tournaments, after all, are the 
proper setting for abiding by rules, bow¬ 
ing to technicalities, and merciless play. 
But leave all that nerve-racking baggage 
behind when you leave the tournament 
environment. When you’re playing a 
“fun" game with nothing on the line, let 
your opponent take back moves. Offer 
constructive advice whenever possible. 
Remember, losing means nothing when 
there’s nothing at stake. 


A? 


To illustrate, let’s com¬ 
pare Magic with poker. If 
you go to a casino to play 
poker, you should expect a 
few givens. First, all rules will be strictly 
enforced. Second, the atmosphere calls 
for a certain restraint. And third, you 
shouldn’t get upset with anybody who 
plays ruthlessly. A casino is like a tourna¬ 
ment, it brings certain baggage with it. 

If you don’t like its constraints, then 
don’t go to Vegas. 

On the flip side, poker can be great 
fun. Various formats can be played, and 
everyone has a chance to pick a favorite 
when it’s their deal. When you’re playing 
within this type of environment (no mat¬ 
ter what the game) you need to respect 
the wishes of everyone in the group. 
Dont complain if somebody picks a silly 
variant that relics heavily on luck, and 
dont yell at someone for showing the 
cards with which they just bluffed. Like 
recreational Magic, the point here isn’t 
all about winning—it s about having fan. 

Magic is flexible enough to provide 
something for everyone. Players just 
need to remember that each type of vari¬ 
ant has an appropriate time and place. 
When players brings inappropriate 
expectations to the table, they need to be 
reminded of that fact by the players 
around them. 

What is it they say? It’s not whether 
you win or lose, but how you play the 
game. 

Mark Rosewater 

Editor in Chief 
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T he Ironfist Dynasty totters on the brink of destruction Embark on a perilous 

ADVENTURE TO SAVE PRINCE NIKOLAI'S KINGDOM FROM TOTAL RUIN. FROM THE DEPTHS OF 
THE DEEPEST DUNGEONS TO THE INTRIGUES OF THE ROYAL COURT YOU WILL LEAD A BAND OF 
ADVENTURERS ON AN AMAZING JOURNEY OF DEPTH AND INTELLIGENCE. 



CONTROL YOUR OWN DESTINY IN A NON-LINEAR CHOOSE WHETHER TO PLAY IN REAL-TIME OR 

FANTASY WORLD WHERE NOTHING IS PREORDAINED. TURN-BASED COMBAT MODE. 



Engage in hundreds of entertaining mini¬ 
quests THAT BRANCH OFF FROM THE MAIN SAGA. 



Experience breathtaking 16-bit. 65.000 color 
graphics in a smooth-scrolling, high-res 

ENVIRONMENT. 
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Ready to Tackle 
Another Challenge 

Jeff Miracola. When 
asked to reinterpret 
Squce, the mischievous 
green goblin cabin boy 
aboard the Weatherlight , 
Jeff Miracola didn’t 
blink. 

“I got the idea immediately when I spoke 
with Shauna [Wolf Narriso, Duelist art 
director],” says the 26-year-old artist, who 
grew up in Milwaukee. “I knew I wanted to 
have all these little critters jumping all over 
him, trying to get his toy away from him. 

Mv intent was to show the playful side of 
Squce. And since it’s the February issue, 
which is when Valentine s Day hits, I made 
the critters pink.” 

Miracola enjoys tackling new tasks. Now 
residing in Austin, Texas, he names well- 
known fantasy illustrator Frank Frazetta as 
his inspiration. "In high school, a friend gave 
me a book featuring Frazettas work. From 
that point on, I knew that’s what I wanted 
to do. I wanted to draw Conan and make a 
living at it.” 

Constantly doodling on notebooks, Mira¬ 
cola attended the Milwaukee High School 
ot the Arts, then went on to study at the 
Milwaukee Institute of Art & Design. “It 
was a four-year program, hut I escaped after 
two years,” he says. 

I lis introduction to Wizards of the Coast 
occurred at the 1993 Gen Con in Milwau¬ 
kee. "I showed my work to a few people, and 
fortunately, they liked it," he recalls. His first 
assignment for Wizards came via the Ever- 
twry RPG; since then he’s worked on 
numerous Magic expansions. 

Art directors seem to throw something 
different my way every time,” he says. 
"Occasionally I’ll ask myself, ‘Why’d they 
give this to me?’Then I realize it’s just 
another challenge.” 
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Always I-,cavc '6m 
Wanting More 

Phil Foglio. If you ever 
crave a gcxxl laugh while 
perusing The Duelist, 
check out Phil Foglio s 
“What's New?” comic 
strip on page 20. 

Foglio, 41, has been 
cartooning for years. A native of Mr. Ver¬ 
non, New York, he grew up in nearby I larts- 
dale, then attended the Chicago Academy of 
Fine Arts. “It went out of business the year I 
graduated [77], but I swear there was no 
connection,” he jokes. 

Foglio names science fiction illustrator 
Frank Freas, cartoonist Vaughn Bode, and 
cartoonist/illustrator Charles Dana Gibson 
as some of his influences, hut admits artistic 
pursuits weren’t always first on his agenda. 

“Originally I was planning to enter the 
exciting world of computers, but that only 
lasted until I realized you needed math skills 
to do that,” he says. “So I thought, ‘Well, 
gosh, what do I enjoy doing, that I would 
enjoy doing 50 years from now, and that 
people would pay me for?* The only legal 
thing I could think of was cartooning.” 

The Duelist —and its loyal readers—are 
happy Foglio came to his senses. He got his 
start in fantasy in 1980 with Dragon maga¬ 
zine. 1 le produced a comic strip on roleplay¬ 
ing that ran for three years. “It was supposed 
to be a one-time thing," he recalls. “They 
called me back and asked how many more of 
these strips could I produce. It was success¬ 
ful, but how many roleplaying jokes can you 
dor And since I’m a big believer in the 
vaudcvillian motto that says: ‘Always leave 
the audience wanting more,’ I quit.” 

Magic Art Director Jcspcr Mvrfors called 
to ask it he could produce something similar 
for a new start-up magazine: The Duelist. 

I le said these strips would be about trading 
card games, which would he completely dif¬ 
ferent from what I d been doing." 

Foglio agreed, and 22 issues later he’s still 
going strong. “I like it when they let me get 
gooff and strange, like this month. Every¬ 
body who looks at my stuff asks,‘They let 
you print this?*” 

Sometimes the Duelist editors ask that 
same question. • 
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Discover a new horizon 
ssic AD8D role playing. 


S @ Ofna visually dazzling reaHime 
a grand scale first began, now 
comes alive in stunning graphic detail. Your quest? Lead a party of adventurers on a j oumey to 
save the Sword Coast region from a sinister plot that involves impending, war, dark prophecies, 
betrayed alliances~even your own soul. 




Huge game world - 5 CDs filled with nearly 10,000 
game screens in striking SVGA, all 
rendered inglorious 16'bitcolor 

Incredibly detailed structures and environments; 
dynamic lighting; day/night, rain, snow, fog and 
lightning effects 


Authentic AD&D®characters, each represented 
accurately on-screen down to individual class, race, 
gender, skin and hair color, armor and weaponry 

Manage up to a 6'character party on a gripping 
nondinear adventure spanning seven chapters 
with multiple twisting subplots 
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An Infinite Number 
of Editors 

I was recently reading vour 
magazine and construct¬ 
ing a “Flames of Rath” deck 
from your “Built to Last” 
section in the December 
1997 issue [issue #20, p. 48]. 
I spotted the Sandstone 
Giant as one of the creatures 
needed for the deck. I looked 
through my red creatures, 
sure I had it. When I could 
not find it, I referred to the 
Players Guide and card list. 
The closest listing I found 
was the Sandstone Warrior. 
When reading the strategies, 

I noticed it talked about the 
Sandstone Warrior. Pm 
guessing this is the actual 
card needed. 

Clayton Benfield 
Duluth, Georgia 

You’re RIGHT, Clayton. The 
deck list unfortunately included 
a typographical error. Every 


I, 



Win a display box of Tempest 
by finding this mana symbol 
*3 hidden somewhere in your 
Duelist magazine. Drop us a 
postcard telling us where you 
found it, addressed to The 
Duelist Mana Symbol - #22, 
P.O. Box 707, Renton, WA 
98057. Only postcards will be 
accepted as legal entries. 

The winner will be drawn ran- 
domly from a pool of correct 
entries. Postmark deadline is 
February 14. 1998. Remem. 
ber, the mana symbol must 
match the symbol (0) shown 
here! 

Contest only open to rrtxltnu of tht 
u s. ('.ctpt Rho* Hn, ond Canada 
feicept Quebec). 


Squeclcss Resolve 

[ think I caught an error in 
issue #20. I was reading the 
storyboard for Tempest when I 
looked at my I lero’s Resolve, 
and the one you show [on p. 
70]. The one you have has 
Squec between Gcrrard’s 
legs. My card doesn’t have Squec. 
Do I have a collector’s item? 

Steven Kramer 
Cherry Hilt\ New Jersey 

No, T\ I AT WAS JUST a test fo r our new 
Wheres Squee? line oj childrens books. 

Actually, the difference between the images is 
simply that Squee got cropped out of the picture 
on the card. Good eye, Steven. 



article The Duelist publishes 
goes through a rigorous editing 
and proofing cycle that includes 
at least three Duelist editors, a 
style editor, and a monkey. This 
error was entirely the monkeys 
fault, and he has been canned. 
Anyone who knows a capable 
monkey in need of a job should 
have him or her send a resume 
to The Duelist. 

Hey Buddy, Can You 
Spare a Card? 

I recently read an article by 
Mark Rosewater in which 
he showed some test Magic 
cards that were not released. 

I was wondering if there is a 
wav to obtain these cards or 
cards like them. 

Jordan Erdakos 
Hinsdale, Illinois 

SURE fust send your check or 
money order to.... No, a 
playtest version of a card isjust 
a basic land card covered by a 
sticker that describes the card. If 
you want to play with these 
cards,you can take Marks text 
and make your own versions, 
but I doubt you'll fool your 
friends. 


Minotaur Mania 

I n issue #20, Mark Rose¬ 
water describes what 
Magic means to some people 
[ Mark My Words,” p. 4] 
and he mentions that “...to 
others. Magic is about...col¬ 
lecting every Hurloon Mino¬ 
taur in existence....” Now, I 
collect Hurloon Minotaurs. 1 
collect a lot of them and I 
have to find out if this obses¬ 
sion of mine is localized and 
unique to me or if there arc 
other Minotaur maniacs out 
there. 

John F. Mocsncr 
Colorado Springs, Colorado 

So, DO YOU talk to these 
Minotaurs? And, if so, do they 


respond? If there are other 
Minotaur "maniacs'out there, 
drop us a note and maybe we 
can help set up a support group 
for John. 

The Duelist is your spot for 
contests. Here are the winners 
from several recent contests. 
Winners for all contests were 
randomly selected from all 
eligible entries. 

The Tempest "Actions Speak 
Loudest" Contest Winners 
(Duelist #19, p. 91) 

Grand Prize 

Robert C. Juster of Raleigh, 
North Carolina 
First Prize: 

Doug Jacobson of Bayside, 
Wisconsin; Kyle Emich of 
Poughkeepsie. New York; Sean 
Martin of San Jose, California; 
Daniel Crook or Fairview, 
North Carolina; Mark Cuppett 
of Ebensburg, Pennsylvania 

Mana Contest Winner 
(Duelist #19, p. 12) 

Robert J. Nehi 
of Humble,Texas 

Pro Tour-Chicago 
Survey Winner 

Chris Petschler 
of Chicago, Illinois 


Comments? Questions ? 

YOU GOTTA PROBLEM WITH THAT! 

I | Send your thoughts to 



1 Js 


SSSuSTja Mm 


Letters,” c/o The Duelist, 
P.0. Box 707, Renton, WA 
98057-0707, or to 
<duelist@wizards.com>. 

Please include your name, address, 
and phone number for verification 
purposes. Letters may be edited 
for length and clarity. 
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TRANSACTOR 


COLLECTING HITS 
THE INTERNET 


TRADING ON THE FUTURE: 

THE TRANSACTOR REVOLUTION 


So tar you've been able to do 
just about anything in the world 
of PC and Internet games. 

Except own a piece of it. Enter 
Transactor technology. The 
breakthrough technology intro¬ 
duced first by SegaSoft” turns 
virtual objects like weapons, 
equipment and powerups into 
something even more power¬ 
ful-valuable collectibles that 
can Ik* bought, sold and traded 
by gamers 

In a realm where realism rules. 
Transactor technology intro¬ 
duces the radical notion of “real 
world" ownership to PC and 
Internet gaming. As the prospect 
of owning and collecting hits 
the Internet, millions of avid 
gamers will be creating an 
entire new economy as they 
"play for keeps." 


Developed by San I rancisco-based Post Linear, Inc., the Transactor system ert* 
ates ao electronic economy with Limited Edition Digital Objects (called 
LEIX)s).These objects can Ik* weapons, spells, characters, armor, or other 
important elements in a game. With Transactor enabled games, players are able 
to buy, sell, own and trade the objects that help them play and win 

SegaSoft is die first company to use Transactor technology. According to Iarry 
Pace),SegaSoft Executive Producer, this new reality in gaming will change the 
way people play "We wanted to bring the collecting elements of games like 
Magic The (fathering to P(; gaming." he says. "So your success in Transactor 
games w ill depend both on your gaming ability and the weapons, equipment. 
and powerups you’ve collected. 

PostLincar President & CEO Ron Martinez puts it more absolutel) Transactor 
technology will change the way developers design and build games and the 
way people play games. And soon, every gamer w ill know that Transactor 
enabled games offer more strange and powerful gameplay experiences than 
ordinan games." 

Transactor's server-based technology keeps track of the ownership of all tin 
LEDOs automatical!). As you acquire LEDOs. Transactor servers register llu 
ownership of these objects to you. LEDOs like weapons and powerups are 
issued in limited editions, just like collectible cards Some will be common and 
easy to acquire, w hile others will be extremely rare, very difficult to find, and 
that much more valuable. 
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Compete against live competition on au- Transactor 
games Cano all your favorite MULTIPLAYER PC games) 
at HEATNET ^ega^oft's Internet Game Network* 

IMTH ITS CLASSIFIED AOS AND DEDICATED TRADING ROOMS, 

HEATNET mu. provide the ultimate marketplace to 
BUY, sell, and TRADE YOUR LEDOs. YOU'LL ALSO BE ABLE 
TO USE YOUR HEATNET FREaUENT PLAYER POINTS 

(Degrees) as currency wren purchasing a lEDO. 



HEAT.NET 


HOW TO START YOUR LEDO COLLECTION 


<m 


In I ransactor enabled games you can acquire LKDO.s in 
several ways. When playing the games you II be able to 
find or unlock many valuable LEDOs just as you find 
weapons and povverups in ordi¬ 
nary games. But with Transactor 
technology they're yours "for 
keeps ', or at least until you decide to trade 
them. When you’re playing on HEAT, ownership 
w ill be registered automatically. You can also buy 
l.KlXis directly from SegaSoft on HEAT.NET. 

Besi o! all. you can buy. sell, and trade LEDOs with 
other players, in HEATNET chatrooms or while placing 
I ransactor panics. 
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SUPPLY. DEMAND. 

AND SECURITY. 

Of course an object will only retain 
its value if its quantities remain limit- 
ed.Transactor technology 
sees to it that only the 
limited number of 
each object arc in 
circulation. Hits 
is achieved with 
a comprehensive 
security system devel¬ 
oped by World-renowned 
cryptologist Bruce Schneier. 
transactor technology assigns an 
individual code to every object. 

Vi hen a gamer tries to use an object. 
Transactor se rvers will verify that the 
weapon is a valid LEDO by cheeking 
the code and its registered owner¬ 
ship Only objects w ith valid codes 
w ill function in the games. This will 
limit the hacking of objects, so you 
can be assured that your rare- LEIX )s 
remain in limited supply 
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Transactor technology k available 
only in Transactor enabled games. 
Transactor technology and LSOOs get 

THEIR START IN THREE NEW SEGASOfT 
TITLES COMING IN f?9S: lO^I* 

VIghance ™, and Skies ™ 


R£Apy 


ro GE-T PGM 
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Terrorism is on the rise* and only you 
can stop it. In Vigilance,you choose 
your character and Ixxome part of 
an elite anti-terrorist squad that must 
thwart terrorist acts while they’re in 
progre ss Each mission reflects ter¬ 
rorist incidents reminiscent of the 
kinds of things that have happened 
in our lifetimes only this time 
you're right at the center of the 
action and everything hangs on you. 
The incredible graphic realism of the 
AnyWorld' .VD engine and the 
almost human characters make 
Vigilance feel like* a 
blockbuster action 
movie \ igilancc 
can lx* played 
single player, 
multiplayer on a 
LAN, or on 
HEATNLT. 

In Vigilance even weapon and 
power-up is a LEDO and different 
player characters are suited to differ¬ 
ent LEDOs. You must select the best 
set of weapons, equipment, and 
powerups to suit your character, and 
the mission that needs to be per¬ 
formed. 

Vigilance launches in Spring. 1998. 
For more information, visit 
WWWVIGILANCE.COM 




K)SIX | c . |s y OU stake your claim in 
the World's first million plavcrgamc. 
A HEAT NET exclusive. 1()' S ^ X gives 
you the chance to own. mine and 
defend vour own Internet land claim 
against 999.999 potential attackers. 
Along with the non-stop fighting, 
you'll have to devise strategies, horde 
weapons and manage your resources 
if you want to thrive, or surv ive, in 
this million-player 'land rush." 

hut there’s another twist to 10^^. 
The game runs in a persistent uni¬ 
verse, meaning the action goes on 1\ 
hours a day. 7 days a week, whether 
you’re there or not. So you'd better 
amass some killer LEDOs or secure 
alliances with other players to pro¬ 
tect your claim when you’re offline. 
Otherwise you might log on later to 
find your claim has been seized. 

All ihe weapons and equipment in 
10 S,X arc LEDOs.To survive in this 
dog-cat-dog world, you've got to col¬ 
lect the right stuff. 

10 s,x launches in Spring. 1998.For 
more information, visit 
WWW.10SIX.COM. 



rrinxit tor is a trademark of PoMlincar. Inc AnyWorld »> 
a trademark of AnyChanmI. Iru ScgaSoft. HEAT I0* s| * 

V igilance, anti Skies arc trademarks of SegaSoft. Iiu 


Skies is a persistent universe .i mvtlv 
ical realm where winged characters 
take flight on fantastic adventures 
and challenging combat. Select, from 
among the many winged characters 
available.Then with each adventure 
and every battle, watch your alter 
ego develop, visually maturing to 



reflect your success. And it all takes 
place in a gigantic realm of Moating 
islands rendered in breathtaking M) 
skies can lx* played single player, 
multiplayer over a IAN, or on 
HEAT.NET. In Skies, characters, 
weapons, equipment, and spells will 
all he tradable LEDOs 


Skies launches in mid 1998 For more 
information, visit WWW.SKIES NE1 
























Magic: The Gathering makes its mark in the 
gaming world Rubber bands are widely used 
for organization, and jean pockets are 
employed for storage and protection. 

Problem Valuable card edges quickly deteriorate 
and become useless for game play. 
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Magic: The Gathering Deck Protectors™ 
are introduced and revolutionize card 
protection. Cardboard storage boxes are 
used for deck transport and protection 

Problem: Although individual cards are 
protected, boxes are stuffed beyond 
comprehension and self-destruct over time 



The NEW. rigid poly constructed. ////>i/*pro 
Deck Boxes™ are introduced, and bring 
: new meaning to card storage, protection 
and safe transportation. 

—— - — --- 

Problem: None known to man. 


Comes with (75) Magic™ 
Deck-Protectors 

Safely stores entire 
deck - up to 75 cards 

Rigid poly construction 

Full color graphics - 
3 designs with images 
made popular by 
Magic: The Gathering 

Flip top. easy access 
to cards, reinforced 
hinged lid 

Archival Safe 
Made in USA 

Labeling area on lid 



ww.ultrapro-storage.com 


REMBRANDT, 6049 Slauson Avenue, 
Los Angeles, California 90040 
in LA (213)725-1975, FAX (213)728-4092 



















3,2,1...Launch! 


I ast December, Blizzard Entertain¬ 
ment chose Wizards of the Coast's 
Game Center as the launch site 
for the most anticipated computer 
game of 1997: StarCraft. A sequel 
to the immensely popular War- 
M Craft, StarCraft is a real¬ 
time strategy, outer space epic that 
allows players to engage in open war¬ 
fare by playing one of three distinct 
(and powerful) spacefaring races. 

The Game Center was the natural 
choice of venue for the event: with 
its large capacity and dozens of net¬ 
worked terminals, the Game Center 
had room enough for the game’s 
designers, Wizards and Blizzard VIPs, 
and representatives from both televi¬ 
sion and print media to all share in 


the game's inaugural 
multiplayer session... 
without disrupting the 
normal course of busi¬ 
ness, or inconvenienc¬ 
ing the arcade full of 
gamers that was 
only a flight of 
stairs away. Blizzard’s 
free online gaming service Battle.net 
was the tool that allowed all of the 
War Room's terminals to interact 
with each other at once for this 
grand melee of StarCraft action. 
Battle.net's community of gamers is 
currently open to anyone with inter¬ 
net access, at no cost to the user. 

More than 150 guests were in atten 
dance, and though only 30 could link 



up at any one 
time, there were plenty of screens 
throughout the event for those who 
weren't actually playing to enjoy the 
game's exquisite graphics and pulse¬ 
pounding action. When it was all over, 
the company, the guests, and the site 
itself were all part of a truly unique 
and successful gaming experience. 


Brace Yourself: 
Stronghold Is Coming! 

Magic: The Gathering — 
Stronghold is a limited expan¬ 
sion set for release in early 
March. Stronghold\ which has 
more than 140 black-bor¬ 
dered cards, will be 
available for a lim¬ 
ited time in ran¬ 
domized 15-card 
booster packs. Also J| 
available are 
Stronghold pre- 
constructcd 
decks featuring 
both Stronghold 
and Tempest 
cards. Each of 
the precon¬ 
structed decks 
rare cards, and six out o 
nine of the uncommon cards, 
will be from the Stronghold 
expansion. 

The Stronghold expansion 
enhances the game by intro¬ 


ducing alternative costs to 
the buyback mechanism. 
Stronghold also expands on 
Sliver and Licid game 
mechanics, and introduces 
players to a new type of crea¬ 
ture—the Spikes, creatures 
who posses the 
ability to move 
counters from 
one creature to 
another. 

In the con¬ 
tinuing Weath- 
erlight saga, 
Gerrard 
leads 
the fly¬ 
ing ship 
and 

crew into the 
heart of Rath to find the 
stronghold of the Evincar 
Volrath. There they hope to 
find and free Sisay, the ships 
former captain. 

Prerelease tournaments 


will be held throughout the 
world on February 21. Visit 
the Wizards of the Coast 
website at <www.wizards.com> 
for local contact information. 
Retail price per booster pack 
will be $2.99; preconstructed 
decks will cost $8.99 apiece. 

Bill Slavicsek 
Appointed Group 
Manager for TSR 

Wizards of the Coast 
announced recently that Bill 
Slavicsek will lead and man¬ 
age the TSR brand team as 
its new product group man¬ 
ager. In this executive posi¬ 
tion, Slavicsek is responsible 
for the overall vision and 
strategy ofTSR game 
products. This includes 
the strategic manage¬ 
ment ofTSR brands, 
the operational man¬ 
agement ofTSR game 
development, and the 


management ofTSR role- 
playing and dice game lines. 
Also included as part of Slav 
icseks responsibilities is the 
management of the RPGA 
Network. 

“The process of finding a 
qualified product group man 
ager was a long and strenuous 
one,” said Peter Adkison, 
president and CEO at Wiz¬ 
ards of the Coast. “We had a 
strong field of candidates 
vying for this position, and 
each candidate had excellent 
credentials. Bills thorough 
understanding of the rolc- 
plaving game community and 
industry, coupled with his in 
depth knowledge of the 
TSR product lines, 
made him the 
candidate of 
choice." 

The following 
individuals will 
support Slavicsek 
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in managing TSR game 
products: David Wise, brand 
manager, Forgotten 
Realms/Ravcnloft; Harold 
Johnson, brand manager, 
Birthright/Greyhawk/Mar- 
vel Super Dice; Thomas 
Reid, brand manager, 
Advanced Dungeons & 
Dragons/Planescape; Lisa 
Stevens, brand manager, 
Dominia/RPGA Network; 
and Sue Cook, brand man¬ 
ager, Dragonlance. A brand 
manager for the soon-to-be- 
relcased Altcrnity vscience 
fiction game has not yet been 
determined. 

Prior to this appointment, 
Slavicsck held several key 
management positions at 
I SR, including creative 
director and brand manager 
for Altemity. Slavicseks 
career also included a five- 
year stint at West End 
Games, a leading roleplaying 
game manufacturer. Slavicsck 
is the author of A Guide to 
the Star Wars Universe, pub¬ 
lished by Del Rey Books. 
Additionally, Emily Arons 
will oversee the Consumer 


Products department at 
Wizards of the Coast as 
the director of Consumer 
Products. Arons will he 
supported by a team of 
industry professionals 
including Rene Flores, 
director of Licensing; 

Mary Kirchoff, executive 
director, Book Publishing, 
Wendy Noritake, pub¬ 
lisher, The Duelist and The 
Duelist Sideboard; and 
Pierce Watters, publisher, 
TSR Periodicals. 

Kudos for Portal 

Games magazine has pre¬ 
dicted that Magic: The 
Gathering — Portal, the 
recently released introduc¬ 
tory' version of Magic, will 
be one of the hottest games 
for the 1997 holiday season. 
Games Senior Editor Burt 
Hochberg commented, 
"Portah beautifully illus¬ 
trated pictures and compre¬ 
hensible game mechanics 
make it fun to learn and 
easy to play. It is the perfect 
introductory game for new 
players this holiday season.” 
Among the other 


top sellers for the holidays 
I iochbcrg named were 
Tiger electronic games and 
the popular Tamagotchi vir¬ 
tual pets. 

Games also chose Magic: 
The Gathering — Portal as the 
“Best New Collectible Card 
Game” in the magazines 
1998 Buyers Guide to 
Games, stating, 

“This new card 
game is just what 
the name says it 
is: a portal to the 
world of Magic: 

The Gathering 
—and to the 
entire collectible 
card game genre. 

...Its our choice for best of 
the year.”The original 
Magic:The (fathering game 
and Magic: The Gathering 
PC game (produced by 
Micro Prose) were also 
named among the top 
100 games. 

“We designed Portal as a 
tool to bridge the gap 
between adventure game 
enthusiasts and card players 
who like fun and challenging 
mental sports,” said Peter 


Adkison, president and 
CEO of Wizards of the 
Coast. "Portal is an ideal way 
to introduce new players to 
the world of Magic: The 
Gathering by providing all 
the social entertainment and 
adventure of the original 
game but at a level less intri¬ 
cate and complex.” 



CSP Strike Team Wins 
Second Merchant 
Team Ghallencje 


or the second time in as many events, 
the CSP (Comic Shop Plus) Strike 

. Team, sponsored by Comic Shop Plus 

" Oh,o. top honors during Octobcf, ProTour-Chkago Merchant 

T.,m,Ch,„,„g, fc „ d id a. PnrTour-N^YoH, C SP swtew 

°' h 'r“T-d ,din Chirago. 

» , o^ T l»«~.Tr»i, McCullough 

M.,„„ O 8,,Murk Lough™, (team cap,™,. ,o,h„a Catpor. Michael Orhon 

( <00M "“‘ 0r “ l re>id "“ h no, pictured. Congratulations a,„ 


Like the 
original 
Magic: The Gathering 
game, Portal is played when 
two opponents square off in 
a battle waged with cards 
representing varying degrees 
of power. To become familiar 
w ith Portal , players follow' a 
learning guide using decks, 
following simplified game 
rules. Players may ultimately 
design their own strategies 
by building personal decks 
from hundreds of card 
options. 

Portal is available through 
hobby, game, book, music 
and toy stores. Each Magic: 
The Gathering — Portal card 
set is portable and packaged 
with everything needed to 
play, including two 35-card 
decks; a booster pack of 15 
cards plus a strategy tip card; 
a detailed play guide; plav- 
mats; and a rule book. Portal 
cards are playable with exist¬ 
ing Magic cards, and arc 
designed to be used in decks 
with other Magic cards. 
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Insider 

Trading 

by Mark Rosewater 

Top Ten Myths 
About Magic 
R&D— 
Explained! 

I I his issue, let’s take a 
look at the top ten inter¬ 
esting myths about 
Wizards’ Magic R&D 
department: 

MYTH #10: Richard Garfield 
rules R&D with an iron fist. 

In reality, Richard has little to 
do with the current dav-to- 
dav workings of Magic. Most 
of his time is spent inventing 
new games for Wizards. 
Richard does do expansion 
design (as he did with Tem¬ 
pest) and is often consulted 
for his opinion on a wide 
variety of Magic issues. 

MYTH #9: R&D has a special 
vault filled with Black 
Lotuses. 

While we do have access to 
some recent card sets (Ice Age 
forward) to test Standard and 
Extended decks, the power 
cards of yesteryear arc just as 
hard for us to acquire as they 
are for all of you. 

MYTH #8: R&D makes the 
banned and restricted list 
with a dart board. 

R&l) works closely with the 


DCI to determine what cards 
are causing problems in the 
different tournament formats. 
Our decisions are always 
based on data from actual 
tournaments. Besides, having 
been in Magic rules fights 
with these guys, its not the 
smartest idea to arm them 
with needle-sharp projectiles. 

MYTH #7: R&D sits around 
playing Magic all day long. 

Most of our time is spent 
designing, developing, and 
coordinating the logistics of 
all the different card sets. In 
addition, we all have outside 
projects (like steering The 
Duelist) which take up chunks 
of our day. 

MYTH #6: R&D works 
ridiculous hours and occa¬ 
sionally sleeps at the office. 

Okay, this one is true. R&D 
is notorious for its late nights 
and weekend hours. Two 
members of R&D even keep 
sleeping bags under their 
desks. William Jockusch has 
live-in life down to a science, 
having trained the local pizza 
delivery place to call him. 

MYTH #5: R&D designed 
the Prosperous Bloom deck 
and then sprinkled the cards 
into Mirage and Visions. 

The members of R&D did 
individually design all the 
pieces (Joel Mick created 
Prosperity, I made Cadaver¬ 
ous Bloom, Mike Elliott did 
Natural Balance, Bill Rose 
made Infernal Contract, and 
so on), but we didn’t see 
how they all connected 
until the players put them 
together. Anyway, we tend 
to stick to two- and three- 
card combinations (like 
Aluren/Recycle). 


MYTH #4: All members of 
R&D are former mathemat¬ 
ics professors. 

1 his one stems from a grain 
of truth. Ric hard and William 
were math professors; Skaff 
Elias was getting his masters 
degree in mathematics and 
could have become a math 
professor. But the rest of us in 
R&D come from aerospace 
engineering, pathology, sit¬ 
com writing, and more. 


mechanics. But you need only 
look to u Myth #5” for proof 
that we aren’t that far ahead. 

MYTH #2: Every made-up 
name is an anagram of some 
friend of a person in R&D. 

Not true. This isn’t to s.n we 
don’t occassionally tip our hat 
to someone who has provided 
inspiration; just don’t hurt 
yourself trying to create a 
word out of Ehurgoyf. 


MYTH #3: R&D has years 
of Magic expansions waiting 
for release. 

This one is sort of true. We 
tend to work on expansions 
about a year ahead of time, 
plus we have a large file of 
potential cards and new 


Cast Away 

H ere is the system 
we use in R&D for 
writing and 

speaking casting costs. Since 
we banter quite a bit about 



MYTH #1: R&D is run 
by a brain in a jar called 
“Gleemax" which holds the 
collective consciousness of 
all of R&D. 

I can neither confirm nor 
deny the existence 
of Gleemax. 


the casting costs of different cards, we created a stan¬ 
dard method of communicating the information. 
When we communicate casting costs verbally, we do 
so exactly as they appear on the cards.This means that 


we start with the colorless mana (always a number) 
and then state the colored portions, stating each col¬ 
ored mana separately. For example, Prodigal Sor¬ 
cerer’s casting cost is 2 4 and CounterspelPs is 4 4 ; 
we say “two, blue” for Tim and “blue, blue” for Coun¬ 
terspell. When we write this information, we use capi¬ 
tal letters to represent colored mana. If we want to 
write the casting cost for Tim, we write “2U,” and if we 
wish to communicate the casting cost of Counterspell, 


we write “UU” 


Mark Rofcwotrr dot no f actuary tjr«t Wo horon 'f toM ham ft. « ho i*41 hat l*t mrbtiot Am 
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Here’s the Pitch... 


by Phil Fog/io 



' 


IWT* ftioA. S HOT 

FANilT FLAYING C7JA0S. 


ccoityR 

an ? "DAUGHTER 


SOAJ LOOXlHO AT CAPP 


woards tv yftfT 


y peucjatm 
jHts m fwtf' 

OF THE COfi&T 


MUStC- 

“i* An tWCtjt'rfyVf**, 

'Rm*** R*y*vu>nof Sc*l 


: magic. its n 
game that has brought 

Families together.. 


am Mav& But u/e cam rvo 
IT UNLESS YOO HELP. 

SQM' A sm N VMGOM? 

A 6AlM ?l Awm- aoA? 


MoM< WHAT "s UJMhO- 
Ulim SH IVAN vaagoms? 

VM6HU*' NOTHING - IF 
you VON *T MIND B EiNG- 
BOREV TO VEATH. 




CLOSE UP. 


SON *MP FATHER 


DAUGHTER AND SqnI 


pOOaSLAMS. PARENTS IMEE? 


smr&uR 
1 FAMLYf 
BUY MORE 
CARPS HOW 


PAU6HTER: NO KIDOiN&r NO 
ONES BEEN ABLE 75 "BEAT 
HER SINCE 199b. THIS IS 
BOGUS . 

SoN: CmoNj LEVS GO SEC 
OUR CAPPS AMO But 
DRUGS AND PAST Poop 


MOM’OOf. CHILDREN ARE 
LOST TO USf 

FATHER 1 How pip WE 
FAIL them?/ 


ominous music 

suacaTivJ' 

'uiEMtfS RiPPfO *« FLESH' 
-Hi NIK "ZAPPA ? 


Printed new cams 
since 1993 . 

FATHER: Vc3(/ft MOTHER 
forked hard TO tune 
THflr PECK! 


OJE COULD 


iuhat w vgy wn(c?j 


CHANCE Thr 
rts^ HUSIC. 


20 FEBRUARY 1998 


THE DUELIST 






























































































































Mfef lmm My 

March 6-8,1998 

Forget the beaches, the 
convertibles, and the sun screen. 
Climb aboard the Queen Mary, where 
the best Magic players in the world 
will vie for over $150,000 in cosh 
payouts. Be there for 24-hour 
goming at all levels of Magic 
competition, including team ond 
multiple-cosh tournoments ond 
Tempest™-Stronghold™ open 
events. Will you tear into your 
opponents? Or are you just bait? 

Customer Service: (206) 624-0933 

www.wizards.com/ProTour 


Wizards or the Cow-. Magk: Tho GatHor»f Stronghold. Tttrpesr or i Mmscs Tw« fcarwtaiM 
ore trademarks of wizards cf tne Coast, Inc. Il-ustration by Doug O^affe* 01*97 w.iards of the - 










AIR WARRIOR II 


JACK NICKLAUS 
ONLINE GOLF TOUR 


ALIENS ONLINE 
CLASSIC CARDS- 


MULTIPLAYER BATTLETECH* 




STARSHIP TROOPERS 
ONLINE 


LCUfcNUd UI- KtSMAI 


HARPOON ONLINE CATCHWORD 
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Forget the box. 


Forget limits. 


Forget small. 



IUI 5 CI Dll ICJII* 

Brace yourself for the future of games. 

___ 




Massive. Random. Forever changing. 


Populated by thousands. 




Real people. Real battles. Real adventures. 


This is the great unknown. 






This is GameStorm. 


Everything else is just practice. 




$9.95 a month—all games 

first month free un U m ^ed play 

www.gamestorm.com 


GAMESTORM 








THE DACTYL LIVES'. 

The stunning sequel to The Demon Awakens... 


fel A Del Key Hardcover 
On Sale in A[ )ril 

Slorics TIuU Define Imagination 
KieKnllnnline Publishing Group 

Contras E Sjfllflffl ftrr nemtetter 


Special Often J 

»7/ww*k randomhousc.com/dcircv/ 


i^rbook («w^ Cg!!l,j.Vfl.«i»i SC ; (rwm 


* 


wm - ^ 

\\ * * / 

lor the land of Corona, the reign 

- of terror is not yet over. 

And for warrior Elbryan Wynden, 
the battle has not yet ended. 

Because the greatest evil of all has only begun to 


fight! 
















An eiploraiion into th« infimt 


bfTomWyix 
Th*w rules, they 


by Henry Stern and John too 

The doctors cut open a sealed 

deck. 


St TOURNAMENT NEWS 

$100,000 Australia SeHes 
kkkoff; Grand Prii-Jtio 
preview; Arena League 
news; and a DCI update. 


SS BANNED ANO 
RESTRICTED LIST 

What you can and can't 


n nfiMiNiiN Fin 

uumiiiiniT mil 

You have questions? 


S4 THEME WEAVERS 

It the end of the world 
at hand? 


34 SINGLE CARD 
STRATEGIES 

byjeff Franz monn 

Two Tempest creatures that 
provide extra benefits. 


40 INTERNATIONAL 
REPORT: KOREA 

bf Chris Ludw>g 

A spotlight on cultura 


Duelist Picks & Tricks 

hey say if you take an infinite number of monkeys and an infinite 
number of typewriters, the monkeys will eventually type 
the entire works of William Shakespeare. Who‘they* are and 
how they expect to feed and house these monkeys—let alone 
clean up infinite piles of monkey dung—is never addressed. 

You’ll probably never see these “infinite” Magic combos at a 
tournament, but if you ever pull one off at your local store, you’ll 
make your opponent look like a monkey’s uncle. 


Not an Infinite Number 
of Monkeys... 

YVe can’t produce an infinite 
number of monkeys, but 
will goblins suf¬ 
fice? If you sacri 
fice two goblins 
and pay 2 3 , Gob¬ 
lin Warrens will 
produce three 1/1 
goblin tokens. You 
can then use Tempest 's 
Earthcraft to untap 
three basic lands by tap¬ 
ping those three goblin tokens. 
Now sacrifice two tokens and 
use the mana you just 
untapped to create three more 
goblin tokens. Repeat as often 
as you like and then attack 
with your infinite horde of 
goblins (just watch out for 
Reverse Damage). 

Where’s That Monkey? 

If you do have monkeys in 
your deck, this combo will find 
them. In issue #20 we showed 
you the Alurcn-Recycle combo 
that enables you to play small 
creatures for free, drawing a 
card each time you play a crea¬ 
ture. If you add Man-o’-War, 
which boomerangs a creature 
when it comes into play, you 


create a 
card¬ 
drawing 
engine that 
will chug 
i through your 
deck. Just have 
Man-o’-War 
f target itself 
when it comes 
into play, and it 
will bounce back 
to your hand to be 
cast again. Since Man-o’-War s 
total casting cost is three, you 
can cast it for free (because of 
Aluren), drawing a card each 
time (because of Recycle). Talk 
about card advantage! 

Desperately 
Seeking 
Monkey 

To keep track of an 
infinite number of 
monkeys, you need 
infinite life. 

Enchant 
Seeker 
of Sky- 
break (a 
creature 
you can 
tap to untap 
a target 


creature) 
with Seizures 
(which deals 3 
damage to the creatures 
controller each time the crea¬ 
ture becomes tapped unless 
that player pays 3). Target the 
Seeker with its own ability (tap 
it to untap itself) and take 3 
damage from Seizures. Repeat 
this process until your wrist 
starts to ache, then cast Reverse 
Damage. All that damage from 
the Seizures is instantly added 
to your life total and ptxif, 
you’re immortal! 

These Monkeys 
Are Revolting 

Infinite life is nice 
if you have to 
clean up infinite 
monkey stalls, but 
in Magic, mana 
makes the world go 
Yound. To produce 
infinite colored 

mana dur¬ 
ing your 
f upkeep, all 
f you need is 
Lotus Vale (a 
r land you can 
tap for three 
mana of anv one 
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ne of the interesting things about readin 
Internet newsgroups is that you learn 
about wacky conspiracy theories concern 
ing Magic. One of the wackiest of such theories sug¬ 
gests that certain secret parties at Wiiards of the 
Coast have a covert agenda to make green the weak¬ 
est color in Magic. To prove this paranoid assertior 
wrong I made Green Doesn’t Suck How, Dammit (or 
GDSH.D) to put into Mirage. Unfortunately, GDSN.I 
got bumped to Visions and then to Weather- 
light.,.. It was all set to appear in Tempest wher 
it was accidentally" left off due to a printing 
«ror. I'm pretty sure, though, that GDSN.D 
should be in Stronghold. 
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graveyard), Ashnods Altar 
(an artifact that provides 
two colorless mana for every 
creature you sacrifice), and 
any zero or one casting cost 
artifact creature, like Metal¬ 
lic Sliver from Tempest. 

These four cards create a 
supreme mana/card-drawing 
engine. Sacrifice the Sliver 
to the Altar three times and 
you draw a card with Inheri¬ 
tance; do it 180 times, and 
you’ve got your entire deck 
in your hand! 

Now it gets nasty. Generate 
more mana with the Altar to 
put Soldcvi Digger, Grinning 
Totem, and Implements of 
Sacrifice into play. Grinning 
Totem steals cards from your 
opponents deck s oyou can 
play them (if you have the 
mana). Implements of Sacri¬ 
fice converts 
colorless 


eveiy creature that 
enters play). If 
you kill the 
Gargoyle, it will re¬ 
enter play at the 
end of the 
turn. At that 
point, Aether 
Flash will deal 2 
damage to the 
Gargoyle, killing 
it and sending it 
back to the grave¬ 
yard. But, you’re still 
at “end of turn,” so the 
Gargoyle comes right 
back, only to die again. You 
can eventually stop this infi¬ 
nite madness bv spending 
4 * to remove the Gargoyle 
from the game. Take advan¬ 
tage of this infinite death 


fcyclc by enchant¬ 
ing a different 
creature with 
Sadistic Glee, 
which puts a +1/+1 
counter on the 
enchanted crea¬ 
ture 

whenever 
a creature 
goes to the 
graveyard, and 
then attack next 
turn for a 
googolplex of 
damage. 


The Sacrificial Monkey 

For our last look into infin¬ 
ity, here’s a combo that puts 
it all together with a sick, 
demented twist. Start with 
the mother of infinite- 
combo cards, Enduring 
Renewal (an enchantment 
that pops your creatures 
back into play whenever 
they hit the graveyard), 
and add Inheritance 
(an enchantment that 
allows you to pay 3 to 
draw a card any time a 
creature goes to the 


mana, 
like 
that 
from 
the Altar, 
into colored 
mana. Soldcvi Digger puts 
these cards back into your 
library so you can draw them 
over and over again using 
Inheritance. Thus, once you 
have the original engine in 
place, you can steal and 
cast all the spells, creatures, 
and artifacts in your oppo¬ 
nents library in one turn! 
Infinity can be a scary place, 
eh, monkey boy? 


color), Nature s Revolt (an 
enchantment that turns all 
lands into 2/2 creatures), 
and Dream Tides (which 
forces all players to pay 2 
during upkeep to untap non- 
green creatures). During your 
upkeep, tap Lotus Vale for 
three mana and then use two 
of the mana to untap the Vale. 
Repeat. I think you can take it 
from there. If you’re looking 
for ways to use all that mana, 
think Volcanic Geyser, Killer 
Bees, Carrion Ants.... 


What a 

Sadistic Monkey 

While interesting 
and fun, the tricks 
above arc not truly 
infinite, since the 
fun ends when 
you run out of 
cards, or goblins, 
or time. But look what hap¬ 
pens when an Ivorv Gar¬ 
goyle (a 2/2 creature you put 
into play at the end of the 
turn any time it goes to the 
graveyard from play) meets 
Aether Flash (an enchant¬ 
ment that deals 2 damage to 


Hot every card created in design 
makes it through the development 
process. The fate of these unwanted cards 
h a mysterious folder hidden in the bowels 
of PSD. This little known list is called "Extra 
Pulled." ▼ by Mark Rosewater 

















ILLUSTRATION BY CHRlSTOPHiR RUSH 


Magic Rulings & Errata 


GENERAL RULINGS 

1) If a creature with trample is blocked 
while Furnace of Rath is in play, will 
the trample damage redirected to the 
defending player be doubled by the 
Furnace? 

Yes. (This is a correction of previous rul¬ 
ings.) When damage is redirected, you 
prevent the original damage and assign 
new damage to the new victim. All 
effects concerning the assignment of 
damage therefore apply to the redirected 
damage, including Furnace of Rath. For 
example, if a Ball Lightning is blocked 
by an Ophidian (toughness of 3) while 
Furnace of Rath is in play, the Ball 
Lightning assigns 12 damage to the 
Ophidian. Nine of that damage gets 
redirected, which is doubled to 18 dam¬ 
age because of the Furnace. 

ERRATA 

2) Torture Chamber's last ability seems 
useless, since the effect counts the num¬ 
ber of pain counters on Torture Cham¬ 
ber at the time the effect resolves, and 
by then you've spent those counters. 
Torture Chambers last ability should say 
that it does damage equal to the number 
of counters you removed “in this way.” 

3) What exactly does it mean to put a 
creature on Cold Storage? 

Cold Storage should work like Safe 
Haven. It removes creatures you control 
from the game, and can later put the 
creatures it's yanked back into play. 

4) Magnetic Web's first ability seems 
useless, since it's triggered, so by the 
time it would take effect. I've already 
attacked. 

Magnetic Webs first ability should be a 
constraint on how vou declare attackers, 
not a triggered ability'. 

5) If I use Thran Forge to turn a licid into 
an artifact creature, and then use the 
licid’s ability to turn itself into a crea¬ 
ture enchantment, does the licid still 
count as an artifact? 


No. Licids should say they become 
crcanirc enchantments “instead of any 
other type of permanent," not just 
“instead of a creature." 

SPECIFIC 
CARD RULINGS 

6) If Coffin Queen reanimates a creature 
which then phases out, will it phase 
back in? And will the second sentence of 
the Queen's effect apply to it anymore? 

Putting the creature into play has no 
effect on a creatures phasing ability. If 
the creature phases out, it will phase 
back in like any other creature. However, 
when a permanent phases out, all effects 
that applied to the permanent while it 
was in play end immediately. Thus, when 
the creature phases back in, it is no 
longer connected to the Coffin Queen 
in any way. 

7) My opponent and I each have an { 

Escaped Shapeshifter in play. 

The only other creature is my 
opponent's Air Elemental. Do both 
our Shapeshifters have flying? 

Only yours does. When Escaped 
Shapeshifters l(x>k at what abilities they 
can copy, they ignore the presence of 
other Escaped 
Shapeshifters. 

They cither 
gain flying or 
not based on 
whether opposing 
creatures have flying. Escaped 
Shapeshifters don’t give each other fly¬ 
ing, much like Reflecting Pools don’t 
allow each other to produce mana. This 
applies to the other abilities “copied” by 
Escaped Shapeshifters. 

8) Does Abeyance's effect stop me from 
playing my Ashen Ghoul's ability? 

Yes. (This is a reversal.) It was previously 
ruled that it wouldn’t, since the Ashen 
Ghoul is out of play, and Abeyance can’t 
affect cards out of play. However, 
Abeyance actually restricts the player, 
not the player’s permanents or other 
cards, so whether the Ghoul is in play or 
not is not the issue. 


9) What happens if a spell is the target 
of two Ertai’s Meddlings? 

Each Meddling puts counters on the 
spell, and each removes a counter from 
the spell during the caster’s upkeeps. 
When the last counter is gone, the first 
Meddling effect resolves causing the 
spell to resolve. The second Meddling 
effect fizzles since the spell has already 
resolved. For example, if a spell is Med 
died for five turns and then meddled 
again for one turn, six total counters will 
be put on the spell. For the next three 
turns, two counters will be taken off the 
spell during upkeep, allowing the spell to 
resolve on the third turn. 
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k Clinic 


by JohnYoo and Henry Stern 


For this issue, we opened up a Tempest starter deck and two 
Tempest booster packs and gave the card lists (shown below) 
to guest physician JohnYoo and resident deck doctor Henry 
Stem. From these cards, the doctors constructed the decks 
shown on the next page. If you want to match wits with the 
doctors, build your own (40-card minimum) deck before 
looking at the doctors' decks. Remember, in a sealed-deck 
tournament, you may receive up to five basic lands to add to 
your pool of cards. 

If you'd like us to consider your deck for next issue's "Deck 
Clinic," just send a list of what's in your deck 
along with a brief description of its ailment 
to: Deck Clinic, c/o The 
Duelist, P.O. Box 707, Renton, 

WA 98057, or to 
<duelist@wizards.com>. 


BOOSTER U 1 

STARTER PECK _ 

Choke 

Forest (4) 


CoP: Green 

Island (5) 


CoP:Shadow 

Mountain (4) 

J 

A' * P 

Dauthi Horror 

Plains (4) 


Emmessi Tome 

Swamp (5) 


Lightning Elemental 

Angelic Protector 


Mogg Fanatic 

Boil 


Repentance 

Canyon Wildcat 

Pacifism 

Respite 

Choke 

Pine Barrens 

Rootwater Hunter 

Cinder Marsh 

Scabland 

Shatter 

CoP: Black 

Servant of Volrath 

Spike Drone 

CoP: Green 

Shadow Rift 

Vec Townships 

Coiled Tinviper 

Sky Spirit 

Wall of Diffusion 

Dark Ritual 

Sky shroud Elf 

Wind Drake 

Dauthi Ghoul 

Soltari Guerrillas 


Dauthi Horror 

Spell Blast 

BOOSTER #2 

Disenchant 

Spike Drone 


Elvish Fury 

Stone Rain k 

Anoint 

Evincar’s Justice 

Talon Sliver 

Cloudchaser Eagle 

Giant Crab 

Thalakos Seer 1 

Coercion 

Gravedigger 

Watchdog 

Commander 

Heart Sliver 

Wind Drake 

Greven //-Vec 

Kindle 


Fireslinger 

Knight of Dusk 


Frog Tongue 

Light of Day 


Mogg Raider 

Lightning Elemental 

Phyrexian Splicer 

Mounted Archers 


Power Sink 

Muscle Sliver 

A 



Seeker of Skybreak 
Staunch Defenders 
Stun 

Thalakos Dreamsower 
Twitch 



JOHN 

Choosing a Color 

A fter looking at the cards, 
I decided that bluc/rcd/ 
white was the best color 
combination. In my 
opinion, green seemed to 
be the weakest color due to the 
lack of a solid creature base. I 
felt that red and white were the 
strongest colors, both having 
decent creature removal, some 
solid creatures, and Soltari 
Guerrillas. The third color was 
a choice between black and 
blue. Both colors had a solid 
creature base and a few good 
spells, but I chose to go with 
blue in the end because it 
offered more utility, especially 
against buyback spells. 

Blue. Giant Crab was ques¬ 
tionable and almost didn’t make 
it into the deck due to its high 
casting cost. I lowevcr, I 
decided to use it over a 
Lightning Elemental 
because I had decided to 
go light on red, and 
because at 3/3, it is one of 
the few big, common, non- 
green creatures in Tempest. 
Rootwatcr Hunter was an easy 
pick for the deck. The “Tim” 
creature has always been a pow¬ 
erful card in limited formats, 
and in Tempest the majority of 
creatures have a 1 toughness 
The presence of Spell Blast and 
Power Sink was the main rea¬ 
son I decided to play blue since 
both cards help combat an 
opponent s buyback spells. I 
decided to play Thalakos 
Dreamsower because it can lock 
down an opponents creature, 
plus it can block and kill most 
creatures with shadow. Finally, 
both Wind Drakes made it into 
the deck without question due 
to their flying ability. 

Red. 1 chose to go light on 
red cards to avoid mana prob¬ 
lems. Canyon Wildcat went 
into the deck because it is a very 
cost-efficient creature. Even if 
an opponent is not playing with 
mountains, the Wildcat is still a 


good 2/1 creature for two mana. 
Fireslinger falls into the same 
category as Rootwatcr Hunter. 
Though its ability comes at a 
higher cost than the Hunters, 
Fireslinger can still destroy 
many creatures in Tempest , 
especially those with shadow. I 
think Mogg Fanatic is a highly 
underrated card. The ability to 
sacrifice it, tapped or untapped, 
makes it very useful for destroy¬ 
ing vour opponents pesky 
Tims. Kindle made it into the 
deck easily because it can 
destroy numerous Tempest crea¬ 
tures, which brings me to the 
last red card in the deck—Wall 
of Diffusion. 1 am normally 
against playing walls since they 
do not damage your opponent. 
However, due to a lack of crea¬ 
tures with shadow, the wall was 
included. Also, the deck is based 
mainly on creatures with flying, 
so while the flyers attack, the 
wall can sit at home and protect 
the fort. 

White, The number one 
reason I put Angelic Protector 
in the deck was its art. Also, it s 
a 2/2 flyer that is almost impos¬ 
sible to kill with direct damage. 
Anoint was a questionable card, 
but I chose to go with it to pro¬ 
tect a few key creatures in the 
deck (like Rootwatcr Hunter 
and Soltari Guerrillas). How¬ 
ever, I find Anoint to be highly 
overrated, especially in this 
environment in which blocking 
is seldom an option due to fly¬ 
ing and shadow. Cloudchascr 
Eagle, with its ability to destroy 
an enchantment when it comes 
into play, was a shoo-in. The 
“187 bird” can help you gain 
card advantage by destroying 
creature enchantments such as 
Pacifism and Gaseous Form 
and can take out an opponent s 
Circles. Mounted Archers in 
Tempest is surprisingly good. It 
can block and kill most flyers in 
the set. At 3/4, the Staunch 
Defenders made it easily into 
the deck. Finally, white is 
rounded off with two good 
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ILLUSTRATIONS BY CHRISTOPH!A RUSH 


I 



JOHN'S 

DECK 

BLUE 

Giant Crab 
Power Sink 
Rootwater 
Hunter 
Spell Blast 
Thalakos 
Dreamsower 
Wind Drake (2) 

RED 

Canyon Wildcat 

Fireslinger 

Kindle 

Mogg Fanatic 
Wall of Diffusion 


WHITE 

Angelic 

Protector 

Anoint 

Cloudchaser 

Eagle 

Mounted Archers 
Pacifism 
Repentance 
Staunch 
Defenders 

ARTIFACTS 

Coiled Tinviper 
Emmessi Tome 

GOLD 

Sky Spirit 
Soltari 
Guerrillas 

LANDS 

Scabland 
Island (6) 
Mountain (4) 
Plains (6) 


HENRY'S 

DECK 


BLUE A 

Power Sink Co 

Rootwater 1 

Hunter En 

Spell Blast W; 

Thalakos ^ 

Dreamsower 
Wind \ k 

Drake (2) S ° 

RED 

Fireslinger * 

Kindle 
Lightning 
Elemental 
Mogg Fanatic 
Wall of 
Diffusion 

WHITE 

Angelic 

Protector 

Anoint 

Cloudchaser Eagle 
Pacifism 
Repentance 
Staunch 
Defenders 


ARTIFACTS 

Coiled 
Tinviper 
Emmessi Tome 
Watchdog 

GOLD 

Sky Spirit 
Soltari 
Guerrillas 

LAND 

Island (6) 
Mountain (S) 
Plains (5) 
Scabland 



creature-removal spells— 
Pacifism and Repentance. 

Artifacts. There was no 
question that Emmessi Tome 
should go in. This card will 
break a mid- or late-game stall. 
Although the casting cost and 
activation arc high, the rewards 
are well worth it. 1 did have 
trouble deciding whether or 
not to play Coiled Tinviper. In 
the end, I decided to use it 
instead of the other Lightning 
Elemental because I went light 
on red and because the Tin¬ 
viper is useful for both block¬ 
ing and attacking, while 
Lightning Elemental is a more 
focused attacker. 

Gold. Soltari Guerrillas, 
with its powerful ability' to 
redirect damage, was actually 
part of the reason I decided to 
use red and white. The Guer¬ 
rillas can wreak havoc on your 
opponents creatures if it goes 
unchecked. Sky Spirit was a 
natural since it is an excellent 
2/2 fiver with first strike. 

HENRY 

Building the Deck 

henever I build a 
sealed deck, I use the 
following process. 
First, I separate the 
cards by color, 
including separate stacks for 
artifacts, lands, and multicolor 
cards. Next, I divide each stack 
into creatures and non-crea¬ 
ture cards. Now comes the 
hard part—deciding which 
colors to play. 

One way to pick colors is to 
rate each card on its usefulness 
in scaled-deck play and then 
see which colors have the 
highest rated cards. I rate 
cards on a scale of zero to five 
stars. Five-star cards are the 
best of the best, including ver¬ 
satile cards like Fireball and 
powerhouses like Mind Twist. 

I will play any five-star card no 
matter what colors I’m play¬ 
ing. Unfortunately, 1 did not 
receive any five-star cards. 


Four-star cards are the best 
creatures and creature-removal 
cards, like Terror and Scrra 
Angel. I will play any four-star 
card if Fin playing that color, 
and the presence of four-star 
cards generally draws me to 
the colors I play. My four- 
star cards include Soltari 
Guerrillas, Fireslinger, and 
Power Sink. 

Three-star cards make up 
the bulk of your deck. These 
are the good creatures and 
fairly strong creature-removal 
spells you must play if playing 
that color. My three-star cards 
include Sky Spirit, Anoint, 
Pacifism, Repentance, Mogg 
Fanatic, Kindle, Thalakos 
Dreamsower, Rootwater 
1 lunter, Spell Blast, Elvish 
Fury, Knight of Dusk, 
Gravedigger, Coercion, and 
Evincars Justice. 

Two-star cards are cards 
that you’ll probably put in 
your deck if you’re playing that 
color, but you won’t cry if you 
don’t play them. The cards I 
included in this category 
include: Angelic Protector, 
Cloudchaser Eagle, Light of 
Day, Staunch Defenders, 
Wind Drake, Dauthi I lorror, 
Commander Greven /7-Vec, 
Skyshroud Elf, Emmessi 
Tome, Canyon Wildcat, Wall 
of Diffusion, Muscle Sliver, 
Cinder Marsh, Pine Barrens, 
Scabland, and Vcc Townships. 

One-star cards arc those you 
may or may not play. Most of 
your final decisions will be 
which two or three one-star 
cards to play. Here we find: 
Circles of Protection, Disen¬ 
chant, Mounted Archers, 
Talon Sliver, Giant Crab, 
Wind Dancer, Thalakos Seer, 
Twitch, Dauthi Ghoul, Boil, 

I leart Sliver, Lightning Ele¬ 
mental, Mogg Raider, Shatter, 
Stun, Choke, Respite, Seeker 
of Skybrcak, Spike Drone, 
Coiled Tinviper, Watchdog, 
and Phyrexian Splicer. 

Zero-star cards are those 


that either lack power or are 
more suited to Constructed 
play. These can be set aside 
immediately. My zero-star 
cards include: Shadow Rift, 
Dark Ritual, Sadistic Glee, 
Servant of Volrath, Stone 
Rain, and Frog Tongue. 

An important thing to keep 
in mind is that you must 
adjust your rating based on the 
environment. For example, 
Tempest has numerous 1- 
toughness creatures, so Fire¬ 
slinger becomes extremely 
powerful. In Mirage , with all 
its 3-toughness critters, Fire¬ 
slinger isn’t nearly as good. 

Chart it Out. After rating 
the cards, I make a chart 
showing how each color 
stacks up in power cards. In 
this example, my chart 


showed green with only one 
three-star card and no four- 
or five-star cards. The only 
real decision wit which of the 
remaining four colors to play. 
Blue, red and white got the 
early jump with their four-star 
cards. Black was hurt because 
the best black cards require 
more than one black mana to 
cast. So I settled on blue, red 
and white. If 1 used most 
every card with two stars or 
more and about 17 land, I 
would need only three onc- 
star cards in the deck. In the 
end 1 decided to go with the 
two artifact creatures and one 
Lightning Elemental. 

Pro Tour playor John Yoa noted tor he txceionce 
in Umtod environment*, was a semAnaim at two 
Limited Pro Tour event*—Adana fH) and LA 
f97) Ex-Pro lour ptmr Henry Scorn worked on 
the development of Tempest as a member of 
Wizards' RAD team 
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T he DC I is blazing new roads 

internationally with the $100,000 
Australia Series. Australia is the 
first country in the world to have 
its very own premier tournament 
series, allowing players to compete for 
big dollars without traveling far from 
home. And what, you ask, is this series? 
Its a year-long calendar of events being 
conducted down under, focusing on 
three premier tournaments in 1998: 
Grand Prix-Australia in Melbourne, the 
Sydney Invitational, and the Adelaide 
Invitational. Total cash prizes awarded 
throughout the year will exceed 
$ 100 , 000 ! 

The scries kicks off February' 14 and 
15 with Grand Prix-Australia in Mel¬ 
bourne. Players will be competing at 
trial tournaments throughout December 
and January for an opportunity (and 
cash) to compete in the Grand Prix 
event. The main event features a cash 
purse of AU $13,000, plus eight invita¬ 
tions to play in Pro Tour-New York in 
May. More than 1,000 of Australia’s and 
New Zealand’s best players are expected 
to attend this much-anticipated event at 
the Melbourne Convention Centre on 


the scenic Yarra River. Grand Prix- 
Australia will also feature guest appear¬ 
ances by popular Magic artists Christo¬ 
pher Rush and Rebecca Guay; 
opportunities for gunslinging; and 
numerous side tournaments. 

Micro Prose will be hosting demon¬ 
strations of the new Magic: The Gathcr- 
ing PL game and Multiplay online 
products. Players can win up to $1,000 
in video game prizes by participating in 
CD-ROM and online competitions tak¬ 
ing place throughout the course of the 
Grand Prix event. Players will also be 
able to compete against winning decks 
from previous Pro Tour events and the 
decks of world-renowned players 
through the Magic CD-ROM game. 

TTie Sydney and Adelaide Invitational 
events, scheduled for April and October, 
respectively, represent innovative high¬ 
lights of the Australia Series, featuring 
cash purses of AU $10,000 apiece. Play¬ 
ers must receive invitations to these 
events by qualifying in one of seven open 
tournaments preceding each Invitational. 
New Zealanders will also compete in 
three cities for invitations. Both events 
arc expected to draw more than 500 


players, with the Top 4 at both venues 
qualifying for the next year’s Invitational 
event in that city. 

Throughout the year players have sev¬ 
eral opportunities to compete for sub¬ 
stantial cash prizes and premier 
invitations: 

■ Regionals held in seven cities will 
determine invitations for the Australian 
Nationals in Canberra. 

■ Pro Tour Qualifier tournaments will 
offer invitations to five different Wizards 
of the Coast Pro Tour events. 

The $100,000 Australia Series starts 
soon. Get ready to compete for the 
largest cash purses, prestigious titles, and 
the most excitement Australian Magic 
players have ever seen! To participate in 
the Australia Scries, contact: DCI 
Australia at Croftminster Ptv., Ltd., at 
♦61-3-9890-0800 (phone) or +61-6- 
9890-0855 (fax), or browse the web at 
<www.croftminster.com.au> or 
<www.wizards.com>. —Pamela Moore 

My Baby Goes to Rio! 

G rand Prix-Rio deJaneiro, the 

largest Magic tournament in the 
Southern Hemisphere, takes 
place January 29-Fcbruary 1, 

1998, at the Muscu Historico 
Nacional (National Historical Museum 
of Brazil) in Rio de Janeiro, Brazil. The 
event features $10,000 in cash prizes, 
split proportionately among the Top 
32, plus eight invitations to Pro Tour- 
Los Angeles, slated for March 6-8. 

The Top 4 also earn free airfare to Pro 
Tour-L.A. 

In addition to the main Grand Prix 
tournament. Grand Prix-Rio features 
the 1998 Duelist Invitational which 
unites sixteen of the best Magic players 
in the world for three days of intense 
competition. I here will also be special 
appearances by Magic creator Richard 
Garfield and Wizards of the Coast CEO 
Peter Adkison. Magic artists Dan Fra¬ 
zier, Randy Gallegos, and Rogerio Vilcla 
will be on hand for autograph signing, 
portrait drawing, and other activities. 

Grand Prix-Rio de Janeiro will be 
held in conjunction with another big 
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youth event, the Encontro BBTeen do 
RPG (RPG Festival). The RPG Festival 
is produced bv the Banco do Brasil 
(National Bank of Brazil) in cooperation 
with Devir Livraria and Wizards of the 
Coast. More than 8,000 young people 
are expected to attend the event which 
also features hundreds of Magic demon¬ 
strations, side tournaments, trading and 
play areas, live roleplaying, art exposi¬ 
tions, lectures, and more. 

The Muscu Historico Nacional 
recently celebrated its seventy-fifth 
anniversary as a museum. Built in 1565 
as an arsenal, the historical structure was 
originally known as Forte de Santiago. It 
is one of Rio’s oldest and most architec¬ 
turally significant buildings and contains 
collections of art and culture that repre¬ 
sent more than four centuries of Brazil¬ 
ian history. 

The RPG Festival and Grand Prix 
activities will occupy over two acres of 
the museums main galleries and court¬ 
yards for a weekend of spectacle, games, 
and cultural activities. —Carole Pueik 

Arena League News 

o you play Magic for fun? Are you 
tired of playing against people 
who only want to win, people who 
don’t seem to enjoy the game? Are 
you looking for a place where you 
can face-off against new opponents in a 
festive atmosphere? Are you looking for 
an exciting spin on Magic? Then you 
should check out your local retail site for 
Arena-The League for Magic: The 
Gathering. 

The popularity of Arena league play is 
spreading, and not only across North 
America, but around the world. Players 
have responded enthusiastically to for¬ 
mats that have been introduced through 
the Arena league. Vanguard met with 
much excitement when it was introduced 
in July. The current Winter season of 
Arena play features the second set of 
eight Vanguard cards. Currently, this lat¬ 
est set of Vanguard is available only 
through Arena league stores. 

So, what's on the horizon? The Arena 
team has some interesting innovations for 


this year. Look for new ways to play with 
preconstructcd decks. What about team 
play, you ask? I low about some multi¬ 
player Magic? At this time we can’t tell 
you exactly what will be happening in the 
Arena league this year, but we can tell 
you that there will be new and exciting 
additions to Arena league play. 

Arena league play has been available 
all over the United States and Canada 
for the past year. Some regions of the 
U.S. had Arena league sites as early as 
August ’96, but it has only became avail¬ 
able elsewhere since January ’97. Since 
then several other coun¬ 
tries have joined, includ¬ 


ing Belgium, Germany, the Netherlands, 
Norway, Spain, France, United King¬ 
dom, and Australia. This season marks 
the Arena league’s kick-off in New 
Zealand, Northern Ireland, Eire, Swe¬ 
den, the Czech Republic, the Philip¬ 
pines, Mexico, and Denmark. 

The Arena league will continue its 
growth into new countries throughout 
1998. The Tempest season, which begins 
in February', will introduce Arena to 
Switzerland, Finland, Austria, and 
South Africa. Arena will then make its 
way to Portugal, Poland, Hungary, 
Greece, Japan, and Italy during the first 
half of’98. —’Judy Holman 
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BANNED AND RESTRICTED 

T he DCI announces updates to its 
official Banned and Restricted 
lists on March I,June I.Septem¬ 
ber l.and December I .All changes to 
these lists are effective on the first day 
of the month following the announce¬ 
ment date. (See p. 33 for the complete, 
up-to-date B&R lists.) 

TEMPEST ENTERS 
TOURNAMENT FORMATS 
Tempest entered sanctioned Con¬ 
structed tournaments (Classic, Classic 
Restricted, Extended and Standard) on 
November 1, 1997. Ice Age, Homelands, 
and Alliances rotated out of the Standard 
format on the same date. However, all 
three sets are still playable in Extended- 
format tournaments, and the DCI con¬ 
tinues to sanction Ice Age block 
tournaments within this format. 

The complete, official list of card sets 
permitted in sanctioned formats, valid as 
of January 1. 1998, is as follows: 

■ Classic and Classic Restricted— 

All editions of the Basic Set, Arabian 
Nights,Antiquities, Legends,The Dark, Fallen 
Empires, Ice Age, Homelands, Alliances, 
Mirage, Visions, Weatherlight,Tempest and 
promotional cards. 

■ Extended—All editions of the 
Basic Set including and following 
Revised,The Dark, Fallen Empires, Ice Age, 
Homelands, Alliances, Mirage, Visions, 





-*■ * — — 


Weatherlight and Tempest 
m Standard— Fifth Edition, Mirage, 
Visions, Weatherlight and Tempest 

KEY ORGANIZED PLAY ISSUES 
Current topics under discussion include 

DCI intervention and habitual 
rules infractions. The DCI tracks all 
warnings, disqualifications, and ejections 
that judges issue at sanctioned tourna¬ 
ments. Sometimes DCI members receive 
repeated warnings or are disqualified for 
various rules infractions. Should the DO 
intervene if a member accumulates a sig¬ 
nificant number of warnings or disqualifi¬ 
cations? If so, what criteria should the 
DCI use to determine the appropriate 
time to intervene? 

Sanctioned team tournaments. 
Team competitions are becoming a pop¬ 
ular tournament format.The DCI plans 
to sanction team tournaments in early 
1998. complete with official team ratings 
and rankings.The Policy team is cur¬ 
rently discussing the pros and cons of 
team sizes: Are two-player, three-player, 
or five-player teams more appropriate? 
Should ratings be linked to a particular 
team member? How should the DCI 
register teams for the tourney season? 

For additional information, the DCI 
can be reached via phone at (425) 204- 
8032, fax at (425) 204-5820. or through 
email at <dci@wizards.com>. 

—Jason Cari, DCI Policy Director 
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Dominian 


Restricted 


T he DC I announces updates to its official banned and restricted lists 
four times each year: March l,Junc 1, September 1, and December 1. 
All changes to these lists are effective on the first day of the month 
following the announcement date. Changes announced on September 1, for 
example, are effective on October 1. The official DCI banned and restricted 
lists, valid as of January 1, 1998 arc as follows: 




RESTRICTED LIST 
FOR CLASSIC (TYPE I) 
TOURNAMENTS 

• Ancestral Recall 

• Balance 

• Berserk 

• Black Lotus 

• Black Vise 

• Braingeyser 

• Demonic Tutor 

• Fastbond 
•Fork 

• Ivory Tower 

• Library of Alexandria 

• Maze of Ith 

• Mirror Universe 

• Mox Emerald 

• Mox Jet 

• Mox Pearl 

• Mox Ruby 

• Mox Sapphire 

• Recall 

• Regrowth 

• Sol Ring 

• Time Walk 

• Timetwister 

• Underworld Dreams 

• Wheel of Fortune 





BANNED UST FOR 
CLASSIC (TYPE I) 
TOURNAMENTS: 

• Any ante card contained in 
any newly released card set 

• Amulet of Quoz 

• Bronze Tablet 

• Channel 

• Chaos Orb 

• Contract from Below 

• Darkpact 

• Demonic Attorney 

• Divine Intervention 

• Falling Star 

• Jeweled Bird 

• Mind Twist 

• Rebirth 

• Shahrazad 

• Tempest Efreet 

• Timmerian Fiends 


BANNED LIST FOR 
CLASSIC-RESTRICTED 
(TYPE 1.5) TOURNAMENTS 

• Any ante card contained 
in any newly released 
card set 

• Amulet of Quoz 

• Ancestral Recall 

• Balance 

• Berserk 

• Black Lotus 

• Black Vise 

• Braingeyser 

• Bronze Tablet 

• Candelabra ofTawnos 

• Channel 

• Chaos Orb 

• Contract from Below 

• Copy Artifact 

• Darkpact 

• Demonic Attorney 

• Demonic Tutor 

• Divine Intervention 

• Falling Star 

• Fastbond 

• Feldon’s Cane 

• Fork 

• Ivory Tower 

• Jeweled Bird 

• Library of Alexandria 

• Maze of Ith 

• Mind Twist 

• Mirror Universe 

• Mishra’s Workshop 

• Mox Emerald 

• Mox Jet 

• Mox Pearl 

• Mox Ruby 

• Mox Sapphire 

• Rebirth 

• Recall 

• Regrowth 

• Sol Ring 

• Shahrazad 

• Strip Mine 

• Tempest Efreet 

• Time Walk 

• Timetwister 

• Timmerian Fiends 

• Underworld Dreams 

• Wheel of Fortune 

• Zuran Orb 


BANNED LIST FOR 

EXTENDED 

TOURNAMENTS 

Any cards from the following 
limited-edition expansion 
sets are banned unless they 
are reprinted in a legal set, 
limited or otherwise: 

• Arabian Nights 

• Antiquities 

• Legends 

Any cards from the following 
basic sets are banned unless 
they are reprinted in a legal 
set, limited or otherwise: 

• Alpha 

• Beta 

• Unlimited 
Specific Cards: 

• Balance 

• Black Vise 

• Braingeyser 

• Channel 

• Demonic Tutor 

• Fastbond 



• Hypnotic Specter 
■» Ivory Tower 

• Kird Ape 

• Mana Crypt 

• Maze of Ith 

• Mind Twist 

• Regrowth 

• Serendib Efreet 

• Sol Ring 

• Strip Mine 

• Wheel of Fortune 

• Zuran Orb 


BANNED LIST FOR ICE AGE 
BLOCK TOURNAMENTS 

• Amulet of Quoz (ante card) 

• Thawing Glaciers 

• Zuran Orb 


BANNED LIST FOR MIRAGE 
BLOCK TOURNAMENTS 

• Squandered Resources 


BANNED LIST FOR 
STANDARD FORMAT 

• Squandered Resources 

• Frenetic Efreet 



<continuity^wizards.com> 


iif: 


Who exactly is Shauku? She 
appears in the background 
text of many Mirage Visions 
cards.... What were her 
allegiances during the war? 
Did she have a role in the 
storyline? 

Shauku was an ancient vampire of 
Femeref descent. Her past is shrouded 
in mystery and that’s unlikely to 
change, as she’s the only one who 
knows and she's not telling. She was 
actually approached by Kaervek to 
aid him in his conquest of Jamuraa, 
and she declined. A xenophobe, 

Shauku dislikes strangers and crowds 
and was underwhelmed by the notion 
of being involved in an open conflict; 
she was actually more savvy about 
the powers of her opponents than 
Kaervek and knew better than to get 
involved. Shauku maintains an ancient 
and unpleasant library with the aid of 
a few attendants. Those who wish to 
read the texts found there have to 
study under her for a year and must 
donate blood to her regularly. Shauku 
uses the blood to divine much about 
the students, and while they may 
leave Shauku’s home in one piece, she 
will always own and control a piece of 
them. One of her 
attendants can be 

seen gathering ft ' _ 


J >kf 


If you have any questions about ancient 
or recent history in Dominaria (no rules 
questions, please), email them to the above 
address with “Continuity FAQ” in the subject 
line. Though we cannot respond to each 
question individually, we will pick a selection 
of the most common questions (and the 
occasional oddity) to answer on these pages. 





Shauku’s due on 
the Visions card 
Vampiric Tutor. 
—Pete Venters 
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Single-Card Strategies 


Q>JEFF FRANZMANN 
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Taloned hands balled 
into tight fists of anger. 

The quarry hod 
escaped, but there was 
something more. Some¬ 
thing was disturbing the 
lines of xther, and the 
mcrfblks Matriarch 
knew an event of 
tremendous importance 
was taking place. Swimming through the depths, 
she concentrated her considerable powers on the 
sleeping leviathan; whatever this cataclysmic event 
was, the merfolk would not face it alone. 

T he Rootwater Matriarch is an 
expensive investment for a 2/3 
creature, but its ability makes it 
well worth the time and effort required 
to bring it into play. Unlike most spells 
and effects used to take control of an 
opponent’s creature, the Matriarch’s abil¬ 
ity is both more limiting and more pow¬ 
erful. The limitation is that the targeted 
creature must have an enchantment on it 
before control can be established, but 
this is hardly a serious consideration. You 
can play enchantments such as Crown of 
Flames on an opponent’s creature, then 
use the Matriarch to take control of it. 

The Crown increases the effectiveness of 
the creature, provides the circumstances 
necessary for establishing control, and 
doesn’t put you at risk because the 
Crown can be returned to your hand. 

Consider also that once you gain control 
of the creature the presence of the Matri¬ 
arch is no longer necessary. If the Matri¬ 
arch dies or is removed from play, you 
still maintain control of the creature as • 
long as it has an enchantment on it. Since : 
you do not need the Matriarch to main¬ 
tain control, you can be more aggressive 
with it. The Matriarch can be used as a 
blocker and then tapped to gain control 7 
of an enchanted creature after the block \ 
is declared. Once control is established, 
the life or death of the Matriarch is irrel- * 
evant. In this way, enchanted attackers 
can easily be removed from the assault. ; 
All told, the Rootwater Matriarch can be a * 
powerful tool in establishing creature 
advantage, despite the high cost of bring- j 
ing it into play. 
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Theme Weavers highlights decks that are light on strategy hut heavy on theme. To submit a 
I deck, send a card list and a short explanation to m Theme Weavers'c/o The Duelist, P.O. Box 
707, Renton , WA 98057-0707, or to < duefist&wizards. com >. Include your name, address, 

I and phone number for verification. Explanations may he editedfor length or clarity. 


RAGNAROK 

R agnarok is the final battle in Norse mythology 
where the giants rise up to destroy the gods. 

I his Standard deck represents the giant’s side 
of the conflict. Of course, nobody really wins, but 
at least the giants manage to kill all the gods. 

I rolls, dwarves, and giants are the main forces of 
evil (for an Extended deck, you can add in some 
Uthden Trolls). 

Along with the armies, I assigned key cards to 
key players in the battle. Manuals of Keld repre¬ 
sents 1 ,oki, the god of evil and mischief; Crimson 
1 fellkitc is the Midgard Serpent, who slays and is 
slain by T hor; Wildfire Emissary is Surtr, the fire 
giant who slays Frey; Lava Hounds represents the 
Watchdogs of 1 lei, one of which slays and is slain 
bv Tyr; I Jammer of Bogardan is the weapon of the 
dwarves; and Jokulhaups represents the incarnation 
of Ragnarok itself, the end of everything. 

Ed Fezuell, Houston, Texas 



CREATURES 

I Crimson He llkite 

3 Dwarven Miner 

4 Hill Giant 

I Lava Hounds 
4 Lowland Giant 
I Maraxus of Keld 
4 Stone Giant 

1 Wildfire 
Emissary 

SPELLS 

2 Earthquake 

1 Final Fortune 

3 Fireblast 

2 Hammer 
of Bogardan 

4 Incinerate 
I Jokulhaups 
4 Kindle 

LANDS 

4 Dwarven 
Ruins 

20 Mountain 



NATURAL DISASTERS 

B ut Brady, you say. " I’ve seen red and green land destruction decks. This is 
hardly new.” 

True, I say. "But the theme of Natural Disasters is executed with such thor- 
° U l wn' To ZCa1 ' EvCr> ' Card '* “ metcorol °gical catastrophe, a Gaean plague, 
n! wf <>f R r? ^ ,hC gTHUIld Up ° n Which this sturm u »<idra n g plays itself out 
, , ”V he kc - vs to suc cess play them as soon as possible, and don’t be afra 

to exhaust the., mana to help cast your land-destruction spells as early as possible.’ 
\Vhat it my opponent has gobs of little creatures, Brady?” 

Burn them, my friend. Bum all the vermin away.” 

“Vermin?” 

‘That’s right, kid. Vermin. Now run along.” 

—Brady Dommermuth, Seattle, Washington 
(with inspiration from Rebecca luzrtigue) 


RED CARDS 

3 Aftershock 
2 Earthquake 
2 Fireblast 

I Firestorm 

4 Incinerate 

I Rolling Thunder 
I Scorched Earth 

1 Smoke 

4 Stone Rain 

2 Thunderbolt 


GREEN CARDS 

3 Creeping Mold 
I Hurricane 

4 Wall of Roots 

3 Winter’s Grasp 

GOLD CARDS 

1 Savage Twister 

LANDS 

6 Forest 

2 Gemstone Mine 

4 Karplusan Forest 
9 Mountain 

2 Quicksand 

2 Reflecting Pool 

3 Wasteland 


SIDEBOARD 

3 Crumble 

1 Earthquake 

2 Flash fires 
I Hurricane 

1 Needle Storm 

2 Quicksand 
2 Smoke 

2 Tsunami 
I Wasteland 
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ORDER 

Tel: (757) 623 1300 or (888) 298 7560 (toll free U.S. only) Fox (757) 664 2102 
email: sales@eccentric.com website: www.eccentric.com 



The Fajo Collection is a quality set of 18 exceptional cards for the Star Trek " Customizable Card Game". Each card is a mas¬ 
terpiece of imagery and gameplay, executed with the style and attention to detail that collectors and players of Decipher products 
nave come to expect. The eighteen cards featured in this collection are: 

1962 Roger Maris Baseball Card, Black Hole, Dixon Hill's Business Card, DNA Metamorphosis, Dr. Soong, Guinan, I.K.C Chanc 

Kivas Fajo Locutus of Borg, Lore, Miles O'Brien, Persistence of Memory, Picard's Artificial Heart, Qapla'I, Sisters of Duras Spot 
lallera, U.S.5. Pasteur r ' 


Each copy in this first edition of The Fajo Collection " contains a numbered, signed. Certificate of Authenticity, a comprehensive 
rules document and a collectible art poster showcasing the entire Star Trek " Customizable Card Game" universe to date. 

This first edition is limited to 40,000 copies and is only available from The Eccentric Order. Use the order form below to place 
your order. r 


Order form for The Fajo Collection 

Please complete all the information as clearly as possible. 

First Name:_ 

Last Name:___ 

Address 1:_ 

Address 2:_ 

City: __ 


State/Province: 
Country:_ 


Zip/postal code 

Tel No.:_ 

Email: 


°" r 72 0,he, ,bo " do,lars - TO" complete this form with the toned pricing informotion 
" ** tur,e ™T»“ we «*««■« to use. these prices ore available on the Eccentric Order web rite at 
•ww eccentfK.coin. 

W3 ’, 3 f THe t0mp r' ¥e |Hke ** « *« *«<*-*<the 

4e«n M ki 757 f 23 i« 7 d , requesl do f? en ' numbef 424 - ^ note, orders orcompomed by 

oceign funds need to be sent to a different location os follows: Eurocheck orders - Dlease in Ttw> trrenui, Y 

TSW^ 0 Unl1 M RUdfWd lndUSlri01 ESta,e ' Fwd Mr AfUnde1, Wes,Sussex ' BN18 0BD U K., let: 44 1903 
Send * f0i0C0llet,i ° n ' IM ^St, Geelong Victona3220, 

For US dollar and credit card payment use the following shipping costs 
Shipping and Handling Rates Table 



For delivery to an APO or FRO address please call The Eccentric Order at (757) 623-1300 



* m " 4C 131/hapecrhe. 


I wish to order O 2D 3—1 4D (check os appropriate) 

copies of The Fajo Collection at $80.00 eoch _ 

Virginia soles tax (Virgww residents ONLY) @ 4.5%_ 

Shipping method (select one then look up the rates 
in the table below) 

UPS ground (5 to 7 days, North America only) _ 

OR DHL Express (1 to 4 days, worldwide) _ 

TOTAL order value 

Payment method (check one) 

—I Visa □ Mastercard 

Q Money Order 

(US funds drown on a US or Canodian bank only) 

□ Certified Check 

(US funds drown on a US or Canadian bank only) 

□ Eurocheck (European residents only)* 

□ Money Order (Australian dollar funds)* 

If you intend to use a aedrt card complete the following: 

Credit Cord Number: 


Nome on card (and oddress if different from above) 


Expiration date f 1 | 


THE 

^ccetpfiiric 

ORDER 

THE ECCENTRIC ORDER™ 

P.O. BOX 245 
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International Report 






Icstcm influence is big in Korea. Walk down any street in the capital of 
| Seoul and you’ll see multitudes of English signs and hear U.S. pop 
music blaring from local stores. It seems almost everyone has some 
English slogan emblazoned across their clothing. U.S. fast food is big 
business in Korea. In fact, it seems that anything western provokes 
interest and fascination in Korea. Magic: The Gathering is definitely riding the 
wave of popularity this western craze generates. 

I here are two distinct communities ot Magic players in Korea: Korean peo¬ 
ple and members of the U.S. armed forces. These groups occasionally get 
together, as in the Korean National Championships held in Seoul last June. The 
event featured 3,000 players competing for prizes and glory. Winners won a trip 
to Seattle and the chance to compete in the 1997 Magic World Champi¬ 
onships. Renowned Magic artist Christopher Rush and Duelist Editor-in-Chicf 
Mark Rosewater were guests of honor at the extravaganza. Plans for the Lotus 
Grand Iournament, which was held in September, drew excited participants 
from both communities. 

There arc 13 tournament 
centers in Korea, including five 
in Seoul. Of these clubs, the 
Korea Tournament Center in 
Hapchong is the biggest and 
best. The center sponsors three 
tournaments weekly; weekend 
contests see up to 100 players 
competing for prizes, while 
weekday tournaments are 
somewhat smaller. The typical 
format is Standard (Type II) legal 
Sealed Deck (Swiss style), but 
other formats include the “Korean 
Language” draft in which all 
cards must be printed in Korean 
(good-bye Alliances!). 

Koreans prefer the direct approach 
in deck construction. Popular deck 
styles include Five Color Green, the 
Necrodeck, and both Erhnam Djinn 
variations. But the favorite theme cur¬ 
rently is the Hammer/Sandstalkcr 
deck, backed up by Orcish Settlers for 
mana control. It's rare to find straight 
blue decks; Prison and Counter decks 
just aren’t popular in Korea. 

For members of the U.S. military, 
clubs meet regularly at Camp Casey 
on Friday nights and at Yongsan every 
Saturday. These clubs are usually 
restricted to soldiers and their depen¬ 
dents, but if you have friends in the 
service you can get on base to play. 

The Military League is just getting 
started here, but local players are 
developing interest through Portal. 

Tournaments are held haphazardly, 


1997 Korean National Championships: 

where personal honor and good competition matter. 

but you can always find an impromptu 
game. The top cards on-base include 
Thawing Glaciers, Wrath of God, and 
the Hammer. Classic (Type 1) play can 
also be found among G.I.s (but not 
Koreans). For information on Magic 
play in the military, contact Magic 
Military League Coordinator Freddi 
Scott at (425) 204-7628, or email her 
at < military@wizards.com >. 

As in Japan, personal honor is very 
important in Korea, and cheating is a 
rare occurrence. There is amazingly 
little theft as well, so you can feel 
secure when you arc trading in the 
snake pit. There is almost no market 
for single-card sales in Korea, since 
vendors feel this places too much 
emphasis on money and not enough 
on sportsmanship and playing the 
game. All these factors bring the play 
of Magic up to a purer level, where 
good strategy matters more than own¬ 
ing the most expensive cards, and 
where good competition is more 
important than winning every game. 

—story and photo by Chris Ludwig 


Single-Card Strategies 

; ©JEFF FRANZMANN 



It had been a long time 
indeed since Canticle had 
walked these halls, and he was 
prepared for the deadliest of 
guardians. Whirring and click¬ 
ing no/ses echoed in the stony 
chamber ; and he prepared to 
launch a magical assault on 
whatever protector revealed 
itself. A small mechanical 
creature, its belly glowing sofify with magical light. 
stepped out from behind the table and bowed 
before the magician. 
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s an artifact creature with a 
respectable toughness and a 
reasonable casting cost. Bottle 
Gnomes serves well simply as a blocker or 
an occasional attacker. But experienced 
players will concentrate on its ability to 
provide life when sacrificed, especially in 
Limited environments in which taking life 
advantage is nearly as important as 
establishing creature advantage. 

With buyback spells like Disturbed Bur¬ 
ial available. Bottle Gnomes can be sum¬ 
moned, used on defense, sacrificed to 
provide life, and returned to your hand to 
repeat the process the very next turn. 
Using this tactic while you have Sadistic 
Glee on another creature can provide a 
twofold advantage—a more powerful 
creature and increased life—all through 
the sacrifice of a single blocker. 

As with any creature that can be sacri¬ 
ficed, Bottle Gnomes serves a dual pur¬ 
pose. Adequate for attack or defense, the 
Gnomes can be sacrificed when in danger 
to provide a benefit equal to its casting 
cost. To take advantage of this dual 
nature, use instants and enchantments to 
enhance the Gnomes. For example, use 
Crown of Flames to turn your Gnomes 
into an offensive threat. When it is no 
longer able to serve in this capacity, 
return Crown of Flames to your hand and 
sacrifice the Gnomes. This tactic applies to 
all movable or removable enchantments. 
Similarly, many Licids can also combine 
with Gnomes. In a Limited environment, 
particularly the Tempest sealed-deck 
environment. Bottle Gnomes is an effec¬ 
tive tool, especially with a casting cost 
that does not require a specific color. 
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You’re about to witness 
the tragic story of a 
young Magic player 
named Eugene. He was a 
promising lad who 
unknowingly stumbled 
upon a world not unlike 
Dominia—a world where 
people stopped making 
sense and instead made 
strange jabbering noises 
in some mysterious 
dialect. At his first tour¬ 
nament, Eugene heard 
other players call him a 
scrub, but since he hadn’t 
scrubbed in some time, 
he became even more 
perplexed. Fortunately, 
there is a cure for 
Eugene’s ailment.... 


A Mox by Any Other Nome 


S ince Magics beginnings, players have 
coined terms for card names; lingo 
that came about simply because, well, 
it made sense. It's a lot easier to say 
“the power ninc w than “all those really 
powerful cards that Wizards stopped mak¬ 
ing because they were too strong—you 
know, Mox Jet, Mox Ruby, Mox Sapphire, 
Mox Emerald, Mox Pearl, Black Lotus, 
Ancestral Recall, Time Walk, and 
I imetwister.” And it's much easier to say 
“lucky charms” than “those artifacts that 
allow you to tap one mana and gain a life 
for every spell cast of a particular color— 
like Throne of Bone.” 

Here’s a rundown of some of the most 
commonly used alternative names for cards. 
The Jewelry: The name for the five Moxcs, 
mentioned above as part of the power 


nine. 



Big Blue: The name for the three most pow¬ 
erful out-of-print blue cards—Timc 
Walk, Timetwister, and Ancestral Recall. 
Also part of the power nine. 

Tim: I he nickname for Prodigal Sorcerer, 
which came from the great and powerful 
sorcerer in the movie Monty Python 
and the Holy Grail Rod of Ruin, 
an artifact that deals one damage 
to a target creature or player, is 
sometimes called “Tim on a 
stick,” while Pirate Ship is, 
of course, “Tim on a ship.” 
Sammy: The nickname for 
Samite Healer. 

Fat Moti: Mahamoti Djinn, so 
named because its a “fat” 
creature. (Sec “Fatties.”) 
Shotgun: 
Aladdin’s Ring, 
since its ability 
to deal four dam¬ 
age is something 
like a shotguns effect. 
Mox Monkey: Gorilla Shaman, 


whose ability to destroy artifacts by tap¬ 
ping mana based on the artifact s casting 
cost makes it an easy predator of Moxcs, 
which have a 0 casting cost. 

Mana Birds: The common name for Birds 
of Paradise, which can produce any color 
mana. 

Blinky: Blinking Spirit, since it “blinks” 
back into your hand whenever you so 
desire. 

Hippy: The “hip” name for Hypnotic 
Specter. 

Cop: The acronym for Circle of Protection. 
Sometimes players will say “C-O-P,” but 
“Cop” is more widely used. 

The Book: Jayemdac Tome, whose illustra¬ 
tion depicts a book, allows players to 
slowly “read ’ through their library. 

The Magazine: Jalum Tome’s illustration 
also depicts a book, but its effect, (trade a 
card in your hand for one in vour library) is 
more like skimming through vour 
library, like you would skim through a 
magazine. 

Pump Knight: Any knight, like Order of the 
Ebon Hand, that lets you increase its 
power by “pumping” mana into it. 

Weenies: Creatures with a low power and 
toughness (usually 1/1 or 2/1). Players 
with a lot of weenies in play have a “wee¬ 
nie horde.” 

Dual Lands: Hiosc lands last seen in Magics 
Revised Edition that produce two colors 
of mana with no penalty. Scrubland and 
Volcanic Island are examples. 

Pain Lands: 1 hese lands, which debuted in 
Ice Age, produce colorless mana at no 
penalty, or one of two allied colors at the 
price of 1 damage. You would take one 
damage, for example, if you tapped Sul- 
furous Springs for ^ or f. 

Storage Lands: ITese lands debuted in 
Fallen Empires and allow you to add a 
mana counter each turn you keep them 
tapped, storing up more mana every 
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upkeep. For example, you can keep 
Dwarvcn Hold tapped to store up a 
bunch of red mana. 

Bounce Lands: Visions brought lands like 
Jungle Basin that can be tapped for 
more than one mana, but “bounce” 
basic lands back to your hand when 
they enter play. 

Depletion Lands: Lands like Lava Tubes 
from Ice Age that produce one 
of two allied colors of mana. 
If you tap them, they “de¬ 
plete” and stay tapped for 
an extra turn. Tempest 
revisited this theme 
with lands like Cinder 
Marsh, but altered the 
depletion mechanic. 



Mill: Putting cards from a players library' 
directly into his or her gravevard. The 
term originally came from the card 
Millstone that did just that. Now play¬ 
ers say they’re “milling” when, for 
example, Ertai’s Familiar puts cards 
from its controllers library' into his or 
her graveyard after leaving play. 

Sleight: Verb used when you change a 
color word printed on a card, taken 
from the first card that performed this 
effect—Sleight of Mind. 

Hack: Verb used whea you cha ng e a land 
type printed on a card, taken from the 
first card that performed this effect— 
Magical I lack. 

Bolt: Dealing three damage to a target, as 
with Incinerate, The term originally 


When your Kehrotool destroys a creature 
as it comes into ploy,it “performs a 181 .” 


Sac Lands: Fallen Empires lands (reprinted 
in Fifth Edition) like Ebon Stronghold 
and Havenwood Battleground that you 
can sacrifice for extra mana. 

Pitch Spell: Spells like Force of Will from 
Alliances that you can cast by' discarding 
(or pitching) a card from your hand 
instead of paying its casting cost. 

EVOLVING SHORTCUTS 

Of course, its not just cards that have 
nicknames. Players devise terms for game 
functions too. This lingo originates at 
game stores, local tournaments, and on 
the Internet. 

Poke: What 1 im does when he deals his 
damage. 

Ping or Plink: A takeoff on “poke,” plink is 
normally used when doing a point of 
damage with an attacking creature that 
cant be blocked (“I’ll fly over and plink 
you with my Scryb Sprites”). Ping is 
causing a point of damage with a direct 
damage spell such as Flare or Death 
Spark. 

Burn: Direct damage from a red spell like 
fireball or Incinerate. A player might 
say, “I bum you for six.” 

Pumpable: Used to describe creatures like 
Shivan Dragon that enable you to 
spend additional mana to increase their 
power and/or toughness. 


came from Lightning Bolt. 

Decked: Losing by ninning out of cards. 
Cantrip: A spell like Interdict from Tem¬ 
pest that enables you to draw a card in 
addition to providing some other effect. 
Cap: Hie verb used when a player activates 
Jester’s Cap. If your opponent uses the 
Cap on y'ou, then you have been 
“capped.” 

Saboteur: A creature with an ability' that 
activates only if it attacks and is 
unblocked or deals damage to an oppo¬ 
nent. For example, Ophidian enables 
you to draw a card if it’s unblocked, and 
Hypnotic Specter makes your oppo¬ 
nent discard a card if it deals damage. 

THE LATEST AND GREATEST 

Like most languages, the Magic language 
is continually evolving. The following 
terms arc current Magic jargon that will 
be understood at tournaments, but may 
make your mother look at you funny'. 

Scrub: A novice or unskilled player. You’re 
generally considered a scrub to anyone 
whos better at the game than you. 

Foom: Sec “Bum.” This term is the sound 
a Fireball might make. 

Heat: Replacing “burn,” this describes a 
red direct-damage deck. A deck might 
pack a lot of heat,” or a player might be 
feeling the heat when playing against 


a direct-damage deck. 

Bounce: What happens when a card goes 
back to a player’s hand after being in 
play. A deck might have “a lot of 
bounce” if it has cards like Man-o’-War, 
Unsummon, and Undo—all of which 
return creatures to a player’s hand. (Sec 
also “Bounce Lands.”) 

187: The code name police use for death 
or murder, “187” has been adopted by 
Magic players to describe any card that 
destroys (or bounces) another card 
when it comes into play. When vour 
Nckrataal destroys a creature as it 
comes into play, it “performs a 187.” 
Fatties: The opposite of weenies. “Fat” 
creatures (also called “houses”) have a 
high power—usually 4 or greater. 
Beatdown: What happens when creatures 
are attacking and dealing lots of dam¬ 
age to an opponent. Players will often 
say they’re “applying a beatdown.” 
Chump Block: Tossing a small creature out 
in front of an attacking big creature to 
stop that attack this turn. 

Topdeck: Drawing the card you need 
exactly when vou need it. 

Janky: Any card that’s weak or otherwise 
suboptimal. 

Turbo: Any deck with many Howling 
Mines that’s designed to work quickly. 
The addition of Howling Mines to the 
classic Stasis deck created Turbo Stasis, 
a nasty deck that shuts opponents down 
quickly. 

Hosed: Losing by a huge margin, usually 
because you’re without mana (mana 
hosed) or without a needed color of 
mana (color hosed). 

AND NOW...BACK TO OUR STORY 

After Eugene searched through his 
Magic rulcbook and found nothing on 
Magic lingo, he was so devastated that he 
(gasp!) sold all his cards and stopped 
playing Magic. Little did he know the 
lingo is easy' to learn, he just had to know 
where to look. So if you see Eugene, tell 
him to pick up a copy of Duelist #22 and 
read the article by that vellow-haircd 
teacher lady. Who knows—y'ou might 
just save him from a lifetime of playing 
Highlander. 4 


Melody Alder cautions all her students to bring 
their Magic dictionaries to class (and an apple 
for the teacher is always appreciated). 


42 FEBRUARY 1998 THE DUELIST 































weapons and powers, 
and proficiencies ... 

Dragon Magazine 
expands the AD&D' 
universe each month 
with game articles 
you can use in your 
own campaign. Each 
issue also includes 
the latest game and 
book reviews, Sage 
Advice, interviews 
with your favorite 
authors and artists, 
and more! 


If) 


‘Return tills.sub 
Yon tlon’i wont 


Fill out this form and mail it, with your payment, to the address below. (Send U.S. funds only) 


Name_ 

Address 


City_ 

State Prov. 


Country 

Zip'Postal Code 


Method of Payment: 

□ Check □ Money Order 

Credit Card Number 

□ MasterCard DVISA 


MC Bank No. 

Expiration Date 


Signature 

Date 



Mail this card with payment to: 

Dragon Magazine 
Wizards of the Coast, Inc. 

P.0. BOX 469107 Subscribers in the U.S. and Canada will receive their first issues within 8 to 10 weeks. 

Escondido, CA 92046-9107 w P^es are subject to change without notice. 

or Fax to: 425-204-5928 



Save up to 46% off Newsstand price! 

Subscription Type: 

□ New □ Renewal lendose mailing tabri) 

To U.S. addresses 

□ 1 year (12 issues) for $34.95 

□ 2 years (24 issues) for $63.95 

□ 3 years (36 issues) for $89.95 

To Canadian addresses 

□ 1 year (12 issues) for $41.95 

□ 2 years (24 issues) for $75.95 

□ 3 years (36 issues) for $103.95 

To foreign addresses 

□ 1 year (12 issues), surtomai, for $5795 


Dragon is a registered trademark of TSR. Inc. c 1998 TSR, Inc. Ail rights reserved. 

























DECk DECONSTRUCTION 



“Senor Stompy,” a 
deck type created by 
Bill Macey and Paul 
Gallagher of Austin, 
Texas, was so named 


Senor Stompy: 
Squish this. Hombre! 




because of its ten¬ 
dency to stomp oppo¬ 
nents with large 
creatures. Helping 
toward that end is 
Rogue Elephant, a 3/3 
green creature from 
WeatheHight, which 
requires a casting 
cost of just one 
forest. l 


I n keeping with rhis months theme of social 
play, we Ye going to deconstruct a deck that was 
derived from one of the most common social 
decks—the green creature horde—and became a 
championship tournament deck. 

In social Magic play, most decks are creature 
based. Every color has its own strengths, and green 
specializes in producing mana and casting big 
creatures. Because of this, green or half-green crea¬ 
ture horde decks are easy to construct and plav, and 
usually work out pretty well. At the tournament 
level, mono-green decks have enjoyed occasional 
success. The two best known of these decks, until 
recently, were a pair of Canadian green horde 
decks—“Winnipeg” and “Battlcford”—that won 
^ some significant tournaments back 
in pre-Fifth Edition days but 


didn’t catch the popular interest. 

Scftor Stompy is the newest incarnation of the 
green-horde concept to make the spotlight. It is 
distinguished by its low mana ratio—lots of cheap 
creatures and cards that plav tricks with forests: 
sacrificing them, returning them from the grave¬ 
yard, and popping them from plav back into your 
hand. 

BUILDING THE DECK 

Many green horde decks use a mana curve some¬ 
what like a Sligh deck (sec Duelist #17) hut flatter. 
Since mana-producing Elves make it possible to 
cast 3-cost creatures on turn two and 4-cost crea¬ 
tures on turn three, these decks generally have 
fewer low-cost and more high-cost creatures than a 
Sligh curve would call tor. Senor Stompy takes the 
opposite approach, using an extremely steep curve. 


Cost 

Sligh 

Stompy 

1 mana 

9 to 13 

14 to 17 

2 mana 

6 to 8 

9 to 12 

(plus Winter Orbs) 

3 mana 

3 to 5 

2 to 4 

4 mana 

1 to 3 

2 to 3 

X spell 

2 to 3 

0 to 2 

A Stompy deck uses around 32 creatures (see 


above), and roughly halt of them cost only one 
mana. At least tour of these are Elanowar or Fvnd- 
horn Elves for fast mana. Another four arc 
Quirion Rangers, which enable you to get two 
mana from one forest and allow a creature to both 
attack and block. 

1 he rest of the onc-mana creatures arc chosen 
trom the “high power with a drawback” category, 
to provide lots ot damage as fast as possible. Rogue 
Elephant gives you a 3/3 creature for an astonish- 
ing price of just one mana. The drawback is that 
you must sacrifice a forest, setting yourself back a 
turn on mana development. But with Senor 


“Where does a 2,800 lb. elephant sit?” Illustrator 
stdam Rex, when asked to reinterpret Rogue Elephant, 
responded with his own Revolting Elephant. 
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Stompy s steep mana curve, this 
isn’t much of a penalty. The 
other usual choice is Ghazban 
Ogre. For one mana you get a 
2/2 creature that should nor¬ 
mally cost you two mana. True, 
its a little fickle, but the Stompy 
deck is designed to do damage so 
quickly that the Ogre rarely changes 
sides. If it does, something has gone 
wrong and you probably would have lost 
even without his traitorous behavior. 

1 lalf or more of the remaining creatures 
(typically nine-to-12) fill the two-mana 
slot. Green has some very go<xl choices 
here. 1 larvest VVunn combines well with 
Rogue Elephant, bringing back the forest 
you just sacrificed. Before Tempest entered 
the Standard environment and phased out 
the Ice Age bhx'k, four Spectral Bears were 
almost automatic. Like the Rogue Ele¬ 
phants and I larvest Wurms, they hit for 3 
damage, and the Quirion Rangers get 
around their untapping problem. In the 
posl-Tempest environment. Muscle Sliver 
seems to be the favorite replacement. If 



& 



Svend Geertsen of Denmark made it ail 
the way to the semifinals of the 1997 
Magic World Championships playing this 
particular version of Scnor Stompy. 

GEERTSEN'S DECK (60 Cards) 

2 Bounty of the Hunt 


4 Fyndhom Elves 
4 Ghazban Ogre 
4 Giant Growth 
3 Harvest Wurm 

2 jolrael's Centaur 

3 Lhurgoyf 

4 Quirion Ranger 
4 Rogue Elephant 
4 Spectral Bears 

2 Uktabi Orangutan 
2 Whirling Dervish 
4 Winter Orb 

LAND 
16 Forest 

2 Heart of Yavimaya 



SIDEBOARD (IS) 

1 Bounty of the Hunt 

3 City of Solitude 

2 Crumble 

4 Emerald Charm 
2 River Boa 

1 Uktabi Orangutan 

2 Whirling Dervish 



you only have one, its 2/2 rather 
than the Bears’ 3/3, but they 
grow in power if you manage 
to play another. 

The rest of the two-mana slot is 
usually taken by some combination 
of Whirling Dervish and River Boa, 
since they re two of the best two-mana 
creatures for general use. Decks that don’t 
have room for four of each usually run 
some in the main deck and more in the 
sideboard, swapping them in against 
black and blue decks respectively. Elvish 
Archers arc usually a good choice for two 
mana, hut Scrior Stompy avoids them, 
preferring creatures that are harder for the 
opponent to kill. 

Hie three-mana creature slot is 
sparsely represented, as you’re almost cer¬ 
tain to have an Elf or Ranger in play by 
turn three. Jolrael’s Centaur is the favorite 
here; you can run up to four of them, but 
most Sefior Stompy decks use only two. 
Some also include Uktabi Orangutans, 
cither in the main deck or the sideboard. 

At four mana, I lhurgoyf is an obvious 
choice. The cheap creatures will chew 
your opponent to shreds unless he or she 
manages to kill them, so in any game in 
which you need to play Lhurgoyf, you 
should have plenty of graveyard creatures 
to make it big. Two or three Lhurgoyfs 
are usually plenty, and that’s it for the 
creature composition. 

The last element common to all Scrior 
Stompy decks is four Winter Orbs. A 
Winter Orb barely hampers the Stompy 
deck. With all those Elves and Rangers, 
you’re quite comfortable with only one 
forest. Your collection of creatures is big 
enough to overpower most weenie decks, 
and the Orb will severely hamper most 
non-weenie strategics. 

The last four-to-six spells vary' a bit. 

1 he most common choice is the oldie- 
but-goody Giant Growth. Before Tempest, 
Bounty of the Hunt was another frequent 
choice, but in the post -Tempest environ¬ 
ment, many players have replaced it with 
Overrun. Some players include a Hurri¬ 
cane or two as finishers, while others add a 
bit of land destruction or Nature’s Resur¬ 
gence to refill the hand mid game. 

^ °r lanc *’ St ‘hor Stompy traditionally 
uses 16 forests plus two Heart of Yavi- 
mayas. Sixteen land is far too few for most 


decks, especially when you sacrifice forests 
for 1 leart of Yavimaya and Rogue Ele¬ 
phant. But as we’ve already said, Stompy 
can be quite happy with only one forest in 
play. In the yost-Tempest environment, 
there’s no direct substitute for Heart of 
Yamivaya; we’ve heard of some players 
filling that slot with Eladamri’s Vineyard 
instead, but this can sometimes backfire. 


PLAYING THE DECK 

Scrior Stompy is designed to be blazinglv 
fast. When playing this deck, you need to 
hit your opponent as hard as you can in 
the first few turns, gaining an overwhelming 
advantage before they hit the four-mana 
threshold when large creatures and mass 
destruction spells kick in. Ideally, the duel 
starts out something like this: 

Turn 1: Forest, Elf 
Turn 2: Forest, Rogue Elephant 

(sacrifice a forest). Harvest Wurm 
(bring it back to your hand) 

Turn 3: Attack for 7, Forest, Winter Orb 

Against a u g)ldfish” opponent (someone 
who just sits there without playing any¬ 
thing that affects you), Scrior Stompy usually 
wins in five turns. If your opponent is 
unlucky enough to start out mana pwr, or if 
you get out an early Winter Orb, they’ll 
often turn into a goldfish as far as this 
deck is concerned. In that situation, pull 
out all the stops and go for the kill. 

Against opponents who fight back you 
need to play a little more carefully; sub¬ 
tlety, however, is not Serior Stompy’s 
strong suit. Again, get as much damage in 
as you can at first, but don’t over-commit. If 
you have two or three good attackers on 
the table, it’s usually best to keep anything 
else you draw in vour hand. That way if 
your opponent pulls out a mass destruc¬ 
tion spell, you can bounce right back and 
start hitting again. 

Use the Giant Growths to keep your 
creatures alive if your opponent uses 
direct damage, or to preserve your crea¬ 
tures and kill opposing creatures when 
facing another creature deck. Don’t waste 
them on doing 3 extra damage to your 
opponent unless you smell immediate 
\ ictory or you re up against a creatureless, 
control-oriented deck. ♦ 


To no one's surprise, BethMo continues to be 
the master of deck analysis. 
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SunTzu’s The Art of War, a 
classic work written over 
two thousand years ago, 


ENUGhjENED JUJOI^ 

V ft 


The Art of Magic- Part One 


remains possibly the most 


prestigious and influential 
book on military strategy 
ever written. Starting with 
this issue, I will present a 
bi-monthly series of 


I I oumament Magic can he likened to warfare. Both involve a series of conflicts whose reso¬ 
lution requires a winner and a loser. Both require massive preparation prior to conflict to 
avoid being stomped underfoot Both require mtcgk expertm and -kill, while coocwfing 
the luck factor in the end result. And both are concerned with long-term outcome rather 
than short-term victory or loss. You can lose a battle and still win the war, similarly, you can 
drop two matches during the Swiss rounds and still end up winning the tournament. 



STRATEGIC ASSESSMENTS 

Therefore measure in terms of five things, use 
these assessments to make comparisons , and thus 
find out what the conditions are. The five things 
are the way , the weather, the terrain, the leader 
ship, anddLip/int \ MmT/u, / & • Art of War 

Preparation is the key to victory in Magic. 

Otherwise, there would 
he no need to work on 
deck construction or the metagame. But how 
do you measure preparation? In Magic, Sun 
I zus five assessments break down roughly into 
external (Way, Weather ,and Terrain) and internal 
(Leadership and Discipline) preparation. 

EXTERNAL PREPARATION 

I he Way refers to how well a country' can 
support a military' campaign — without 
soldiers and weapons, war is impossi¬ 
ble. Similarly, you need certain re¬ 
sources to play tournament Magic, 
such as an adequate collection of tour¬ 
nament-worthy (as opposed to collec¬ 
table) cards. For example, you don’t 
need a single Archangel to play tournament 
Magic, but you do need at least four Disen¬ 
chants. \ou also need time, money, and 
the opportunity to play competitively. 


Weather and Terrain arc the external condi¬ 
tions in which battles are fought. One of Sun 
I zus great insights is that environmental fac¬ 
tors influence the outcome of a battle more 
often than the courage of the trcx>ps or the 
brilliance of the general. In Magic, this is anal¬ 
ogous to the metagame, which encompasses all 
the external factors that influence preparation. 

1° be consistently successful you must 
master the metagame, which means more 
than knowing what to expect at a particular 
tournament. It also means understanding the 
finer points of the environment, such as 
whether proactive defense is better than reactive 
defense, or whether control has an edge over 
aggression. In every tournament you must 
know what decks to expect and at what point 
in the tournament to expect those decks. 
Mastering the metagame helps you build 
decks that are as effective as possible in carrying 
the strategy best suited to that tournament 
environment. 

INTERNAL PREPARATION 

Therefore, it is said that victorious warriors win 
first and then go to war, while defeated warriors 
go to war first and then seek to win. 

Zhang Yu, commentary on The Art of War 

leadership and Discipline concern those 
who will engage in conflict; a well-organized 
army headed by an able general is difficult to 
defeat. In tournament Magic, a well-prepared 
deck and a capable player are both necessary 
for success. 

I he Discipline of deck construction cannot 
be overemphasized. Whether playing Con¬ 
structed or Limited formats, deck building 
skill often determines the outcome of duels. 


excerpts from an ongoing 
work titled Tournament 
Magic and The Art of War, 
wherein I will attempt to 
apply SunTzu’s lessons to 
the game of Magic. 
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Deck construction is something of an art 
in itself. Fortunately, entire books have 
been written about deck building and 
general principles of deck construction are 
available from other sources, so I wont 
discuss deck building here. 

Leaderships however, merits some dis¬ 


cussion. Hie closest analogy for military 
leadership in tournament Magic is play 
skill. I believe there are three components 
of play skill: intelligence, knowledge, and 
positioning. Good players must be intelli¬ 
gent, which is more than just being tech¬ 
nically perfect (not forgetting to pay 
upkeep). Intelligent players anticipate 
problems before they arise and adapt to 
deal with those problems at the right time 


and in the right manner. For example, a 
skilled player anticipates an opponents 
play and knows when to remove an oppo¬ 
nent s blocker and when to just trade crea¬ 
tures. Intelligent play minimizes the 
operation of luck through technique, 
anticipation, and adaptation. 


To play intelligently, you need to have 
knowledge about the game of Magic. 1 low 
can you anticipate your opponent s actions 
unless you know his or her strategy as well 
as possible? Most top players can name 95 
percent of the cards in an opponents deck 
after four turns, and they understand each 
strategy's strengths and weaknesses. 
Therefore, top players can anticipate an 
opponents strategy' and adapt to attack 


that strategy’s vulnerabilities. 

Top tournament players are also knowl¬ 
edgeable about the two major components 
of Magic: cards and rules. It is not neces¬ 
sary to know every' card in the Magic uni¬ 
verse (or even just in Standard). Rather, 
focus on knowing every tournament- 
caliber card. The firebreathing Pearled 
Unicom deck is unlikely to be competi¬ 
tive, but you might sec a time-control 
deck based around Memory' Lapse, Time 
Lbb, and Kismet. You should know that 
Kismet can be Deflected, and that a 
Quirion Rangers ability’ to return a forest 
to your hand is played at faster-than- 
interrupt speed. You should never read a 
card your opponent has just played and 
discover your basic strategy is ruined. If 
such a card exists, you should know about 
it be forehand and prepare for it. 

The best players master the rules of 
Magic, including all timing rules, sub¬ 
tleties of creature combat (like banding), 
card errata, fhxir rules, and any other rule 
that could have an impact on competitive 
play. Very often, the outcome of a touma- 



l|p wont your opponent to use up 
resources, try to telegraph vulnerabili ty 
and panic to draw your opponent in. 
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mcnt may turn on knowing some obscure 
rule for damage prevention, end-phase 
resolution, or triggered effects that most 
players don’t bother to learn. Keeping up 
with rules changes is a part of preparation 
for tournament players. 

Positioning refers to the fine art of con¬ 
trolling appearances. Sun Tzu writes: “A 
military operation involves deception. 
Even though you arc competent, appear to 
be incompetent. Though effective, appear 
to be ineffective.** A good Magic player 
gives away no information that can be 
useful to an opponent, but a great Magic 
player gives away only that information he 
or she wants an opponent to have. By 
positioning yourself in a certain way (via 
body language and the manner in which 
you hold and play your cards), vou can 
subtly influence your opponent. 

For example, if you want your opponent 
to use up resources because you’re holding 
a card that will give you massive card 
advantage, try to telegraph vulnerability 
and panic to draw your opponent in. If, on 
the other hand, you don’t want your oppo¬ 


nent to play aggressively because you have 
nothing but land in your hand, overtly 
exhibit your card advantage and exude 
nonchalant ease to keep vour opponent at 
bay. Such positioning is a subtle part of the 
game sometimes referred to as the M Jcdi 
mind trick.” 

PREPARATION IS STRATEGY 

The one who figures on victory at headquar¬ 
ters before even doing battle is the one who 
has the most strategic factors on his side. The 
one who figures on inability to prevail at 
headquarters before doing battle is the one 
who has the least strategic factors on his side. 
The one with many strategic factors in his 
favor wins , the one with few strategic factors 
in his favor loses—how much the more so for 
one with no strategic factors in his favor. 
Observing the matter in this way , I can see 
who will win and who will lose. 

—Sun Tzu, The Art of War 

The Art of War teaches us that proper 
preparation is strategy; and that battles can 
be won before they are fought. Prepara¬ 


tion for tournament Magic requires a 
tournament-worthy deck, constructed and 
finely tuned with the metagame firmly 
under control, intelligent play; full knowl¬ 
edge of the game, and effective position¬ 
ing to exploit an opponent’s weaknesses 
while maximizing your own strengths 
through anticipation and adaptation. 

Of course, given the operation of luck, 
preparation alone cannot guarantee vic¬ 
tory in a duel or even in a tournament. 
Rather, preparation results in an advan¬ 
tage that is difficult for a less prepared 
opponent to overcome. To paraphrase 
Zhang Yu, win first, then go play! 

In the next installment of my ongoing 
look at Tournament Magic and The Art of 
War (in issue #24), I will explore how The 
Art of War relates strategic advantage in 
preparation to tactical advantage in con¬ 
flict. In Duelist #23 I will continue to cover 
the metagame and the environment. £ 

Robert Hahn has gained enlightenment as a Magic 
player through his extensive study of eastern principles 
(and sushi). 
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As an intellectual sport. 
Magic is unique because its 
players must be able to deal 
with the fact that rules and 
formats change every few 
months. Because of this 
ongoing evolution, it’s more 


The Mind (nine 

Last month wc listed the physical necessities for deck construction. But of even 
greater importance arc the mental tools one must apply. This month we’ll explore 
the mental side of the game. 



THE RAZOR 

Removing the unnecessary. 
Examine every card you use in a combina¬ 
tion, concept, or deck and ask yourself: Is 
this card really necessary? And if it is, 
why? This tcx>l should be applied liberally 
by players who can never seem to hone 
their decks down to the 60-card mini¬ 
mum. Often the reason a deck or combi¬ 
nation doesn’t function as well as it should 
is because the deck has been cluttered 
with peripheral concepts. Removing a 
deck’s nonessential components will only 
make it run more smoothly. 

The following examples should feel the 
razors edge. 

• Cards that are more suitable for the 
sideboard 

• Passive or slow cards in active decks (like 
Jesters Cap in a red/green attack deck) 

• m Overkiir cards that are redundant or 

only effective when the deck is already 
certain to win (such as Ancestral 
Memories in a Counterpost deck) 

• Low-percentage peripheral combina¬ 
tions (like Cadaverous Bloom in a 
standard Necropotence deck) 

Always ask the following questions 
when reviewing a particular card in a deck 
or combination: Does the card mesh with 
the decks theme and purpose? Is the 
threat for which this card is included dan¬ 
gerous enough to warrant including the 
cardr Would this card be more suitable in 
the sideboard? What is the likelihood that 
this card or combination will be useful? 

■ 

THE CRYSTAL BALL 

Predicting the environment. 

I his tool is the hardest to truly master. If 
anyone could consistently predict the 


important to hone a general 
set of principles than it ^ 
is to develop 
specific 

strategies for deck 
construction. 


THE BLANK TABLET 

Analyzing a concept with a 
^ completely open mind. 

Apply the “blank tablet” 
when you l<x>k at a deck or 
combination. The idea of the 
blank tablet is to erase all pre¬ 
conceived notions about the 
game and deck construction, 
and to look at a particular 
concept in its purest state. 
Although past Magic-playing 
experiences arc useful, preju¬ 
dices toward particular cards 
and/or deck types can close 
your mind to what may be 
innovative and powerful 
concepts. 

A vivid example of 

this can be found in 

the Turbo-Stasis deck 
played during the 1996 
U.S. Nationals. Although 
Turbo Stasis is now consid¬ 
ered a stock deck type, legend 

has it that U.S. scmifinalist 

Matt Place of Kansas City only 
played it because Mario Robaina of 
Los Angeles offered him $50 to use 
such an outlandish combination. 

Irv the blank-tablet approach as an 
exercise to clear your mind of bias. Con¬ 
sider only the cards themselves without 
thinking about the environment or previ¬ 
ous experiences you’ve had with individ¬ 
ual cards. Separate what you think about 
the cards from what they actually do. 
This is a g(x>d tool to use when facing a 
combination or deck that employs a 
strategy different from any you might 
normally use. 
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environment—with a crystal ball, per¬ 
haps—they would likely win Pro Tour 
events at will. For recreational play, how¬ 
ever, its only necessary to have a good 
general idea of what cards and concepts 
will he used. Important indicators are 
missing themes, overpowered themes, 
broken cards, and fads. 

Occasionally, changes in the card p<x>l 
or in tournament rules will give a particu¬ 
lar theme too few or t<x> many powerful 
cards. Land destruction, for example, 
became much less effective and prevalent 
after the restriction of Strip Mine, 
although the creation of Wasteland may 
reverse this trend. Watch carefully, for such 
trends are not always obvious. Some deck 
types that were traditionally held in check 
may become more powerful. Notice the 
traditional inverse correlation between the 
effectiveness of the slow blue/white con¬ 
trol deck and the mono-black Necropo- 
tcncc deck. 

I he effects of broken cards are similar 
to an overpowered theme, and the chal¬ 
lenge is to identify such cards as quickly as 


possible. For example, when Zuran Orb 
was still tournament legal, a player should 
not have been surprised to see it employed 
even in fast decks. Predicting and keeping 
abreast of fad decks and cards is mostly a 
matter of being “connected." Its a good 
idea to visit the Internet or vour local game 
store to keep tabs on which concepts arc 
most popular. 

■ 

THE DIAMOND LENS 

Finding the most appropriate card 
for the task. 

This tool has also been referred to as the 
“principle of maximization." Look at every 
card in a deck or combination and ask the 
following questions: Is this the best card 
for the job? Is there another card that per¬ 
forms the same task but has a lower casting 
cost? Is there another card that can achieve 
the effect with card advantage? Is there 
another card that might provide more flex¬ 
ibility.' Is there an instant available that 
will let me achieve the same effect at the 
end of my opponent’s turn? 

Generally cards can be evaluated by 


their raw power, casting cost, flexibility, 
card efficiency, and timing. Always try' to 
find cards that maximize as many of these 
factors as possible. As time has shown, the 
designers who create Magic cards are get¬ 
ting better at making more balanced cards. In 
newer sets, casting cost and drawbacks are 
generally well-balanced against power and 
usefulness. 

As you refine your deck construction 
you must focus on determining which 
qualities arc most important. Power or 
speed? Card efficiency or mana efficiency'? 
Flexibility or precision? Often the charac¬ 
teristics that make one card more appro¬ 
priate arc quite subtle. For example, decks 
that don’t include artifacts or enchant¬ 
ments don’t need the flexibility to handle 
an opponent’s anti-artifact/ enchantment 
cards. 

■ 

THE CHISEL 

Finding the concept hidden 
beneath the surface. 

Similar to the razor, this tool is used to 
discover innovative ideas obscured by less 






























impressive surroundings. The philosophy 
heir is that no matter how silly a deck 
might appear, there could be an embedded 
idea that is actually extremely powerful. 
Learn how to separate a bad idea from a 
bad context. 

For example, the first iterations of 
Buried Alive were passive decks filled with 
vub-par creatures, focused on defense and 
achieving the recursive combination. 
These versions looked bad and played 
worse. However, by thinking about the 
power of the recursive combination with 
its inherent mana efficiency and potential 
for unlimited card advantage, other players 
recognized the core of a powerful engine 
for a black speed deck. 

The key here is to isolate the essentials 
of a concept, then experiment by using the 
idea in other contexts. Do not discard or 
discount an idea simply because it doesn’t 
work on the first try. Perhaps the card or 
concept will be useful in a different format 
or inside a future environment. Necropo- 
tencc went unused in major tournaments 
for over half a year after the Ice Age release. 


THE STRONGBOX 

Applying your experience and 
connecting concepts. 

The most important resources in deck 
construction arc not the cards, hut the 
ideas and concepts linking the cards 
together. In order to make the experience 
of facing a new environment less daunting, 
look for concepts that arc familiar to you. 
Parallel themes and concepts exist in every 
Magic environment and certain game 
parameters always remain constant. It 
should never become necessary to discard 
everything you know in order to cater to a 
new environment. There are many princi¬ 
ples involved in building a blue/white 
Classic Extended deck, for instance, that 
can be applied to building a Standard 
Counterpost deck. Similarly, a few of these 
principles can be applied to a Standard 
grccn/rcd/white control deck, since all of 
these decks are reactive decks that build up 
a resource and dominate the game. 

Mana configuration provides the best 
example of a Magic concept that can be 
applied in a similar manner to a wide vari¬ 


ety of formats. Mastering the general prin¬ 
ciples behind mana configuration in a sin¬ 
gle environment will undoubtedly be of 
great use in all other Magic formats. 

■ 

THE POLISHING CLOTH 

Smoothing out the rough edges. 

This is likely the most useful item on 
the drafting table. With this tool, you will 
agonize over your creations 60th card, play 
several hundred play test games, experi¬ 
ment continuously with cards in your 
mind, and polish, polish, polish. To use 
this tool effectively, just believe that with 
enough practice, tuning, and polishing, am 
deck—no matter how humble its begin¬ 
nings—can approach perfection. 

Undoubtedly there are many more 
mental approaches. The true magic of your 
mental drafting table is that it can be con 
tinuously expanded, giving you a wider 
assortment of tools with which to create 
the perfectly honed deck. ♦ 

As a result of carrying around all these * mental 9 
tools , Eric Tam's brain has gotten a lot bigger lat i\ 
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Only one continent 



8 Australia Series at a Gla 


99 Australia Series 


$7,000 Adelaide 
Invitational 


Grand Prix-Australia 

Open to all players 


Pro Tour-New York 


$7,000 Sydney 
Invitational 


April 1998 


Sydney Invitational 
Qualifiers 

Open to all players 


Adelaide Invitational 
Qualifiers 

Open to all players 


Grand Prix Trials 

Earn byes to Grand Prix-AustralU 














can hold all the action . 


Open to all Magic: The Gathering players. 

Over US SI0,000 in cash payouts. 
Top 8 pla^rs qualify for Pro Tour -New York. 
Artist signings with Cfiristopher Rush and Rebecca Guay. 

Ovef thirty open side tournaments. 
Game demos and competition with the new 
MicroProse Magic: The Gathering PC Game 
win over $1,000 in PC game prizes. 
Play Magic online with Multiplay. 

Tournament Format: Limited (Tempest) 


February 14 - 15 , 1998 

Melbourne Exhibition Centre 

Melbourne, Victoria 

Space is limited and advance registration is advised . 

Call the DCI-Australia office +61-3-9890-0800 
+1 (206) 624-0933 in North America and any other location 

www. croftminster. com. au 
www. wizards. com/Grand_Prix 
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TOS ARMOOT 

DISTRIBUTOR £> MANUFACTURER OF FINE GAMES & GAME ACCESSORIES 



COMING SOON! 


Ill Babylon 5 ™Dice $ Us 

A,,iance > CQ S™ Empire Starter Kit (1 player) $11* 
511 Minbari, CGS™ Empire Starter Kit (1 player) $1# 

!?] Centauri Republic, CGS™ Empire Starter Kit (1 player) $11* 

III S rn , Reg "T e ’ CGS ™ Empire Starter Kit (1 player) $1** 
542 Shadows Starter Kit, 2259 Edition $11* 

o ~ ns starter Kit 2259 Edition S1Z * 

562 Psi Corps Starter Kit, 2259 Edition $’** 

League of Non-Aligned Worlds Starter Kit $11* 


ammiustem 


Can your ambassador outwit the 
representatives of the other races in this 
fast-paced component board game? 


Republic forces.The Council resides on Babylon 5™, 
voting on many issues which affect the galaxy. The 
size of your empire's economy and battle fleet dictate 
your victory. Explore the galaxy on an evolving board 
that is different every time you play. Use 
strategy to lead your fleets into combat with your 
opponents. Sway the Babylon 5™ crew to your aid to 
gain a political edge over your opponents. Starter 
box contains Babylon 5™, Earth Force, Minbari, 

Narn Regime and Centauri Republic forces. 


Babylon 5 is ™&©1997 Warner bros. 


BUSINESS IS WAR!... ARM YOURSELF! 

CALL US TOLL FR6€ SOO-NOW-GAME/East or 800 -BIG-DICE/West 

V,s,t Us m Cyberspace at www.thearmory.com 





by Garon Galloway 
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Ertai’s 

Mana Overload 

Autumn Willow from Homelands is perhaps 
the best known creature that cannot be tar¬ 
geted by spells or abilities. Applying this abil¬ 
ity to all your creatures immediately cripples 
the standard suite of creature removers like 
Incinerate and Terror. Most mass-destruction 
cards get around such targeting restrictions by 
affecting all creatures, so with Ertai in play it is 
important to use creatures that also have a 
shot at surviving spells like Earthquake or 
Pestilence. This deck uses creatures with living 
and a toughness of 4 to force your opponent to 
use bigger 1 lurricanes or Crypt Rats explo¬ 
sions to clear the board. 

As long as your creatures are protected, you 
might as well use creatures that have strong 
abilities like Trade wind Rider and Orim, 
Samite I lealer. Tradewind Rider provides an 
additional method of denial that can win you 
the game, especially if you wait until the end 
of your opponent’s turn to activate its ability. 1 
have seen games where early Tradewind 
Rider/Capsize combined attacks returned all 
opponents’ lands to their hands, followed 
shortly thereafter by all their creatures. The 
Rider is also big enough to be a good blocker 
while you’re pulling this off. 

MAIN DECK 

4 Air Elemental 

1 Capsize 
4 Cloud Elemental 
4 Counterspell 
4 Dissipate 
4 Impulse 

2 Legacy’s Allure 
4 Man-o*-War 
4 Ophidian 

3 Sapphire Medallion 

4 Tradewind Rider 
1 Waterspout Djinn 


MANA SOURCES 

18 Island 
2 Quicksand 

2 Winding Canyons 
SIDEBOARD 

3 Chill 

2 Disrupt 

3 Hydroblast 

2 Legacy’s Allure 

3 Propaganda 

2 Steal Enchantment 


rrard’s 

•ands of Rhinos 

tandard game of Magic, you see eight or nine 
from your deck by your second turn. With 
rd in play, you will only sec seven in that 
time span. If you can survive to that point, 
rcr, you will then promptly gain card advan 
ecause you’ll be drawing two cards per turn, 
any discarding that Gerrard s -4 hand size 
i on you isn’t so bad since We at her light and 
9 .st introduced a variety of ways to muse spells 
your graveyard to power other effects, 
th such a small hand size, you will have 
: opportunity to discard, and this deck uses 
> one of its major strengths. The idea is to 
d big tramplers and bring them back later 
10 summoning sickness, for big damage. 

>e Dance from Tempest , for example, is useful 
my combinations. It is not out of the ques 
>r this deck to deal upwards of 40 damage bv 
ive. Corpse Dance your Colossus into play, 

; with it, and then sacrifice it to Goblin Bom 
lent. This not only adds an extra point of 
$e, but sacking vour big bruiser sends it 
liately to the graveyard, so Corpse Dance’s 
ffect of removing the creature from the game 
end of the turn never has a chance to kick 
lich means you can Corpse Dance it again 
■peat the process turn after turn after turn. 

M DECK MANA SOURCES 

andon Hope 2 City of Brass 

iried Alive 4 Lotus Petal 

lossus of Sardia 8 Mountain 

rpse Dance 4 Sulfurous Springs 

ash of Rhinos 8 Swamp 

■cstorm 2 Undiscovered 

iblin Bombardment Paradise 
dden Horror SIDEBOARD 

4 Incinerate 2 Boil 

2 Ncvinyrral’s Disk 4 Dread of Night 

4 Rootbreaker Wurm I Havoc 

4 Shallow Grave 4 Perish 

1 Spirit of the Night 4 Pyroblast 

2 Strands of Night 


The Summer 1997 season 
of the Arena League 
brought a response to 
those seeking a return to 
non-competitive Magic 
play: Vanguard. 

Slightly larger than 
regular Magic cards, 
each Vanguard card 
provides a different per¬ 
manent effect around 
which players can build 
new decks. Vanguard s 
goal wassimple-bring 
some fun back to Magic 

Here are some decks 
and strategies for using 
each of the original eight 
Vanguard cards. Some of 
the decks ire variations 
on popular Standard 
(Type II) decks, while 
others offer less familiar 
strategies that are capable 
of surprising and amazing 
your opponents. 


VATKiUARD 
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Karri's 

Snake Bubbles 


The idea of artifacts becoming creatures 
has been around from the dawn of 
M agic, and the pros and cons of such a 
strategy' are still being debated: turning 
vour artifacts into creatures means you 
have a lot more creatures with a wide 
variety of artifact special abilities, but 
those valuable artifacts are now subject to 
the whole spectrum of creature removal 
spells. With this deck, you’ll be attempt¬ 
ing to prove the “pro" side of the argu¬ 
ment. 

To make the most of your clockwork 
troopers, use Hanna’s Custody from 
Tempest to protect your artifacts (much 
as Ertai does) and Quirion Rangers to 
untap them (remember, they are all crea¬ 
tures now). For that game-ending 
combo, use Mana Vault and Puppet 
Strings to load up a massive horde of 
Snake Basket Cobra tokens. 

MAIN DECK 

3 Bubble Matrix 
2 Disenchant 

4 Fellwar Stone 

1 Hanna’s Custody 
4 Mana Vault 

1 Mana Web 

4 Marble Diamond 
4 Moss Diamond 

2 Nevinyrral’s Disk 
4 Puppet Strings 

4 Quirion Ranger 

2 Sisay’s Ring 

3 Snake Basket 

1 Squee’sToy 

2 Touchstone 

3 Winter Orb 
MANA SOURCES 
16 Forest 
SIDEBOARD 

3 Choke 

2 CoPiRed 

3 City of Solitude 

2 Disenchant 2 Scragnoth 

2 Hurricane 1 Warmth 


Mirri's 
G5C Remix 

Five-color decks have already 
become viable with new lands like 
Undiscovered Paradise and Gem¬ 
stone Mine. Mirri goes them all 
one better and gives you the ability 
to draw any colored mana from 
your basic lands. The traditional 
five-color deck limits itself to off¬ 
color spells that only require one 
colored mana; wtih Mirri on the 
table, your rainbow deck has no 
such limitation. 

This deck takes the five-color 
green approach and throws in some 
new twists. Frenetic Efreet is 
always annoying to get rid of once 
and for all, and the shadowy Soltari 
Guerrillas gives you the option of 
turning any damage it docs to your 
opponent against his or her crea¬ 
tures instead. 

MAIN DECK 
4 Armageddon 
4 Birds of Paradise 
4 Counterspell 

3 Disenchant 

4 Frenetic Efreet 
4 Incinerate 

1 Lobotomy 
4 Maro 

4 Quirion Ranger 
3 Soltari Guerrillas 

1 Spontaneous Combustion 

3 Terror 

2 Winter Orb 
MANA SOURCES 
19 Forest 
SIDEBOARD 

2 Circle of Protection: Red 
1 Disenchant 

4 Hydroblast 

1 Light of Day 

2 Mind Bend 
4 Pyroblast 

1 Warmth 




Maraxus’ 

Sligh of Keld 

Winning fast is always a good strat¬ 
egy, and this deck enacts that strategy 
as efficiendy as possible. The speed 
game really benefits from the +1/+0 
creature bonus, so you’ll want to have 
as many speed creatures as possible. 
Creatures with low casting costs 
(especially without summoning sick¬ 
ness) will wear your opponent down 
in the blink of an eye. 

This deck uses the standard Sligh 
curve, but is a little heavier on crea¬ 
tures than the traditional red Sligh 
deck. All of the spells are relatively 
cheap to cast, and your early game 
Jackal Pups and Ironclaw Ores are 
even more deadly with the ability to 
hit for 3 each. Inflicting 7 damage 
from a turn-three Ball Lightning is 
nothing to sncc7x at, either. 

MAIN DECK 


Ball l ightning 
Disenchant 
Hammer of Bogardan 
Incinerate 
Ironclaw Ores 
Jackal Pup 
Kindle 

Lava Hounds 
Mogg Fanatic 
Nevinyrrafs Disk 
°TJg 

Rolling Blunder 
Suq’Ata Lancer 
Viashino Sandstalker 

MANA SOURCES 

2 City of Brass 
14 Mountain 
2 Scabland 

2 Undiscovered Paradise 
4 Wasteland 

SIDEBOARD 

3 Boil 

2 Disenchant 

4 Hand to Hand 

2 Nevinyrral’s Disk 
4 Pyroblast 


4 

2 

1 

4 

3 

4 
4 

1 

2 

2 

1 

1 

4 
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Sisay’s 

Twisting 

Thunderblast 

Sisay, like Maraxus, is a speed enhancer. 
Spells that were generally considered too 
expensive to use arc now not only viable, 
but superior to their lower-priced coun¬ 
terparts. For example, you usually need 
three lands to cast a Dark Banishing to 
take care of a non-black creature. With 
Mini in play, those same three lands give 
you a Desert Twister that can take out any 
permanent, regardless of its color. 

This deck uses big red with a touch of 
giten for the Twister. Volcanic Dragon 
works well for the quick attack. Wildfire 
Emissary and Shivan Dragon give you a 
heat sink to use all the loads of mana 
you’ll have at vour fingertips. Furnace of 
Rath also adds a ton of dam age to an 
already overbearing approach. Even 
Jokulhaups is cheap in this deck, allowing 
vou to start over from scratch if things 
aren’t going your way. 

MAIN DECK 
4 Desert Twister 

1 Final Fortune 

2 Fireblast 

1 Furnace of Rath 

1 Hammer of Bogardan 
4 Incinerate 

2 Jokulhaups 
4 Kindle 

4 Lightning Blast 

1 Relentless Assault 

3 Rolling Thunder 

2 Shivan Dragon 

1 Thundermare 

4 Volcanic Dragon 

2 Wildfire Emissary 

mana sources 

2 City of Brass 4 Karplusan Forest 

\ Undiscovered Paradise 


18 Mountains 

sideboard 

4 Boil 

2 Final Fortune 
2 Shatter 


Earthquake 

Hurricane 


Squee’s 

PropagandOrb 

Vanguard s Squce has permission deck 
written all over him. Being able to see 
your opponent ’s hand can be very use- 
fid. The extra three cards in your hand 
you get from Squce are also nice, but 
watch out for Misers Cage. 

Propaganda and Winter Orb com¬ 
bine nicely to slow down an opponents 
creature attacks, which gives you more 
time to use counterspells on your oppo¬ 
nent’s key spells (and gives this deck its 
name). Memory Lapse is particularly 
useful since it contributes to the denial 
slowdown you’re running while also 
encouraging your opponent to tap out. 
This deck wins with Rainbow Effect 
pounding down your opponent. 

MAIN DECK 
1 Capsize 
4 Counterspcll 

1 Enlightened Tutor 
4 Force Spike 

4 Impulse 
4 Memory l^psc 
4 Power Sink 
4 Propaganda 

2 Rainbow Ffrcet 
1 Spirit Mirror 

4 Winter Orb 

3 Wrath of God 
MANA SOURCES 

1 Fellwar Stone 

3 Gemstone Mine 
7 Island 

2 Marble Diamond 

3 Mind Stone 

5 Plains 

2 Reflecting Pool 

2 Sky Diamond 

3 Undiscovered Paradise 

SIDEBOARD 

4 Chill 

2 Circle of Protection: Red 

3 Disenchant 

2 Disrupt 

3 Hydroblast 
1 Warmth 
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Tahngarth’s 
Force of Stompy 

Tahngarth is the third Vanguard card 
that lends itself to the speed game. At 
first glance you will be tempted to go 
after big creatures for a fast and furious 
assault. However, when green mana- 
producing creatures arc unaffected bv 
summoning sickness, you have an even 
speedier route to major houses like 
Force of Nature. 

This deck illustrates the “fast mana 
for big creatures’’ approach. Eladamri’s 
Vineyard offers even more quick mana, 
and Killer Bees gives you a nice outlet 
for the green mana (and a big attack). 
Fast green attackers like Rogue Ele¬ 
phant arc also a staple of this deck, 
especially since losing forests should 
not be a problem due to your mana- 
producing creatures (but if I’m wrong, 
you’ll have Harvest Wurm ready to 
bring them back). 

MAIN DECK 
4 Birds of Paradise 
3 Eladamri’s Vineyard 

2 Elder Druid 

3 Elvish Fury 

2 Fallow Wurm 

3 Force of Nature 

2 Fyndhom Elder 

4 Giant Growth 
4 Harvest Wurm 

3 Killer Bees 

4 Llanowar Elves 
2 Mara 

2 Mini’s Guile 

4 Rogue Elephant 

3 Winter Orb 
MANA SOURCES 
16 Forest 
SIDEBOARD 

2 Choke 

4 City of Solitude 

2 Creeping Mold 

3 Hurricane 
2 Scragnoth 

N! Tranquility 
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Vanguard ii is coming 
A changing of the guard is 
taking place, so be ready 
when these cards hit 
Arena League 
tables in January. 



he Vanguard supplement for Magic: TTie Gathering 
first debuted in the Arena League last summer. A 
new assortment of eight cards featuring characters 
from The Rath Cycle will initially be available only 
through the Arena Leagues Winter Season (Janu¬ 
ary 2 through February 8). The cards arc both beau¬ 
tiful and functional and feature art from such fan 
favorites as Christopher Rush, Mark Fedm, and 
Quinton Hoover. 

As with the First Vanguard set, each card 
has three components that affect game 
play: starting and maximum band 
sizt alters the size of your hand, 
both at the start of the game 
and during play; starting 
life modifies your 
starting life total; and 
each card’s specific abil¬ 
ity' is detailed in the main 
text of the card. 

Unlike the first set, 
which primarily fea¬ 
tured heroes from the 
storyline (such as Gcrrard 
and Sisay), Vanguard II depicts a 
mix of Weathcrlight crew members, hangers-on, and 
Rath Cycle villains. 1 lerc you’ll meet Orim, the 
ship’s healer, and I lanna, the navigator. Crovax and 
the ethically challenged Starke are included, as is 
Barrin— Hanna’s father and Ertai’s teacher. Finally, 
Volrath rears his uglv head, along with his dark ser¬ 
vants Sclcnia and Grcvcn //-Vcc. 

But just because you don’t see Karn orTahngarth 
doesn’t mean these cards arc pushovers! Both Orim 
and Sclcnia give vour creatures immediate combat 
benefits, and check out the +12 starting-life modi¬ 
fier on Orim. 1 lanna accelerates your spcllcasting 
while Starke lets you churn through vour deck 
rapidly to find that 
much-needed card. 
Crovax and Greven 
il-Vcc present an inter¬ 
esting duality: with Crovax in play, your creatures 
give you additional life by inflicting damage; with 
Grcvcn, your creatures become instant death for 
anything that gets in their way. Last but not least, 
both Barrin and Volrath allow you to rescue dying 
creatures, although they use different methods to 
achieve this goal. 

Behind the 
Scenes 

I he first two Vanguard sets (16 cards in all) were 
designed together. The intent, according to Arena 
League Manager Judy Holman, was to use the 
Arena League as a test market for the concept of 
“Magic cards that aren’t really Magic cards.” 
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As it turned out, Vanguard was a huge success. 
Nearly 5,000 new players joined Arena during the 
Vanguard season (Summer ’97), the biggest increase 
in league history. Flic number of matches played dur¬ 
ing the five-week season topped 50,000, establishing 
another all-time high. From there, the decision to 
release the second group of eight cards this January— 
during Arenas Winter Season—was simple. In fact, a 
third set of Vanguard is tentatively slated for summer. 

"Vanguard was very popular with our players,” 1 lol- 
man explained. Garon Galloway, project coordinator 
with the Arena League, noted: “The fun factor is 
there. In fact, the Arena team believes the second 
release of Vanguard could eclipse the first. 

How to Use 
Vanguard 

For Arena League play, each player selects one of 
their eight Vanguard cards to use during the match 
and reveals it before the first duel begins. Note: only 
cards from the second Vanguard set may be used dur¬ 
ing Arena’s Winter ’98 Season. These may he distin¬ 
guished from previous Vanguard cards bv the “dot” 
found below the copyright notice on the card (the 
first set had a blue dot, while this set sports a grav 
dot). A different card may be chosen for each match. 

1 lowever, Vanguard cards cannot be “sideboarded” 
between duels of a match. 

Outside of the Arena League, the sky s the limit. 

I ry selecting a card at random before a game begins. 
Or draw a new Vanguard card every few turns. Be sure 
to decide beforehand if the starting-life modifier 
should be applied to vour current life when you draw 
the card. If you like draft formats, select a Vanguard 
card before the draft begins, then try to draft a deck 
that works with that card. 

If you have cards from both Vanguard sets, try pit¬ 
ting the crew of the Weathcrlight against the minions 
of Volrath in a multiplayer game. Can Gerrard, Sisay, 
Iahngarth, and Squcc defeat Volrath, Greven //-Vec, 
Sclcnia, and Maraxus? Or organize a “battle of the 
sexes” with Sisay, Mirri, Hanna, and Orim versus 
Gerrard, Ertai, Starke, and Crovax. For another 
possibility, how about “wizards versus warriors” with 
Barrin, Hanna, Ertai, and Orim taking on Maraxus, 
Gerrard, Mirri, andTahngarth. And for a two-on- 
two game, how about the ultimate grudge match: 
Gerrard and Tahngarth against Greven //-Vec 
and Volrath! ♦ 

^ BatffK MM BM. WBm JcrtoNdl JmI Mttfc. Hut AoMwafe* OrtgM Conoapt Atantonvy 
FWtotlfeftMiG Rpn MafliRMWKWwrMiWirPw- f ril mi Win: Ow Satan. Jwpw Myrtwv 
Hm UwA PkJ Mm Timm MiG WOecm Ifcctu* &**•"**• Vmt»rv Daria Mi 


Vanguard can be obtained from your local Arena 
retailer during the league’s Winter Season. To find your 
nearest Arena store, check out Arena’s website at 
<www.wlzards.com/Arena/Welcome.html>. 



1 fanna 


Volrath 


wumm 


Barrin 




Orim 
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For a time it was enough 
to have a stout ship and 
comrades to sail her. 

For d time adventure 
was enough to fill 
young hearts. 

Flo one suspected 

what lay in wait 
beyond the next 


(hrotenin? a 

Itoufoya 

no one except Sisay, perhaps—and Mike Grell. 

In July, Wizards of the Coast announced it was joining 
forces with Milwaukie, Oregon-based Dark I lorse Comics, 
Inc., to publish a comic book mini-series based on the 
Magic: The Gathering trading card game.The four-issue 
series, scheduled for release this spring, is being written 
by Grell, considered one of the industry’s top writers, 
and features the artwork of acclaimed artists Pop Mhan 
(pencilcr) and Mark Harrison (cover). The editor for 
the undertaking is Dark Horses own Peet Janes. Its a 
project that simply makes sense at this point in time, 
and the collaborative efforts of both companies 
should make it a winner. 

Dark 1 lorse Comics is a master within the comic 
book industry, said Emily Arons, director of Con¬ 
sumer Products at Wizards of the Coast. “Their 
unparalleled creative talents and keen insight 
make them ideally suited to launch our new 
Magic: The Gathering comic line within the 
comic book realm." 

Mike Richardson, president of Dark Horse 
Comics, added: “We’re excited to be working 
with Wizards of the Coast. They’ve created an 
entirely new category of entertainment with 
Magic: The Gathering and have forged a 
massive following in the process. It’s an 
honor to be associated with them." 


former captain who’s been taken 


The Playbill 

I he comic book series will feature Magics 
characters and setting, specifically from 
the Rath Cycle, beginning with the Tem¬ 
pest expansion. Heroes such as Gcrrard, 
the stirring captain of the Wcatherlight , and Sisay, its 


prisoner at Volrath’s stronghold, will battle 
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the likes of Volrath (ruler of the plane of Rath) and 
Greven //-Vec, the evil commander of Volrath s ship, 
the Predator. 

For those new to Magics backstory, the Weatb - 
erhght is a flying ship with the ability to plancshift. It 
is a vessel that houses the Legacy—the legendary col¬ 
lection of artifacts whose power may be able to defeat 
Volrath—and can sail across the planes of Dominia to 
find its lost elements. Sisay once bestowed the Weath- 
erlight on Gerrard, heir to the Legacy, but he refused 
to accept it. Her recent abduction by Volrath, how¬ 
ever, has compelled him to lead the ship and its crew 
to her rescue. 

Several other characters will be featured through¬ 
out the comic book series, some to serve as individual 
voices of reason, others to do battle. Some of these 
personalities arc summarized here. 

Tdhnvarth, a 1 alruum minotaur and Sisay s former first 
mate who prefers to let his blade do the talking. 

Kdrn, a silver golem still haunted by the painful mem¬ 
ory of killing an innocent bystander in a sudden 
burst of anger, who has vowed never to take 
another life. 

Hanna, the Weatherligbh chief navigator, whose know¬ 
ledge of artifacts puts her at the front of the action, 
lolav, Crovaxs embittered younger brother who was 
left behind to guard their Urborg estate, 
lllirri, the fighting cat warrior still struggling to find 
her place in the world. 

Crovax, a nobleman bent on revenge. 

Orim, a skilled Samite healer who serves as the spiritual leader 
of the Weatherlight crew. 

htai, a wizard whose pride too often gets in the way of his per¬ 
formance. 

tqupf, a mischievous goblin who serves as a cabin hand aboard 
the Weatherlight . 

Mark?, a former servant of Volrath whose allegiance could easily 
change. Self-preservation is the most important item on 
Starkes agenda, followed by the rescue of his daughter. 

The titles of the four-part scries include: Initiation , Legacy, 
Crucible , and Destiny. The issues will be released monthly, start¬ 
ing in late March. 

Pieces of a Puzzle 

The production of a comic b(x>k is no easy task. The execution 
of a series pertaining to Magic—a storyline known to many— 
is even harder. According to Janes, the project requires consid¬ 
erable coordination every step of the way. 

“What’s most difficult is maintaining the lines of communi¬ 
cation between the licensor [Wizards] and the creators [writer 
and artists],” said Janes. “I work as an intermediary, a diplomat. 


Sometimes I’m a cheerleader and always I’m a worried mother 
for the creators. My job is to make sure all available reference 
material has been handed over. 

“One of the challenges in making comics, especially licensed 
comics, is when the creator does his or her work and it turn 
out that’s not what the licensor wanted. And then revisions are 
needed.” 

Fortunately, this time out. Wizards’ own creative team pro¬ 
vided all the background information necessary to avoid such 
predicaments. An extensive backstory outline was furnished, 
courtesy of in-house editors Michael G. Ryan and Mark R<> < 
water, which was developed from an issue-bv-issue concept 
delivered by Continuity Editor Pete Venters. 

Said Grell: “Michael and Mark provided a body of material 
that served as an excellent outline. The hardest part for me was 
splitting the difference of material you know is already com¬ 
mon knowledge to the game players, with material that > 
absolutely necessary to make the story work. 

“We only have 24 pages per comic book, so the bluest ha! 
lenge with any project where you’re dealing with material that’s 
already been exposed to the public is maintaining its authentic¬ 
ity. You want to maintain the storyline without getting bogged 
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Grcll. "He s performing a very difficult juggling act. He’s 
responsible for making sure that everyone has what they need 
when they need it. I le’s the man on the front line.” 

Asked to rate this project compared to previous comic books 
he’s written, Grell said: “This is probably the most challenging 
I’ve ever done since there are so many different elements to satisfy 
You have to make sure all the characters develop fully, that the 
situations are set up properly, and that it progresses in such a 
fashion so that readers who are not completely familiar with the 
game will still understand and follow it. We have to assume that 
some of the people who pick up this book will have never heard 
of Magic, so we have to make sure that the story works for 
them too.” 

The Jorcereri Approval 

At Wizards, the approval process is painstakingly exacting. 
Pages are perused, picked apart (on occasion), massaged, 
punched up, then passed back to the editor, who then relays all 
relevant comments to the author. Any needed corrections or 
updates need to be conveyed quickly since there’s not much 
time between deadlines. The contact points on the inside are 
Chaz Elliott, senior creative director for Magic, and Peter 
Archer, line editor for Magic novels. 

Asked to describe how much free reign Grell had to interpret 


down with the mechanics. 

“ 1 Tie re were times when it was necessary to make changes 
[ to the storyline] to bring out certain points of interest. Wizards 
allowed me some leeway to take characters any way I wanted 
t<> go, so I embellished where I could and created some inci¬ 
dents tli.it helped things along." 


Word* on a Pa?e 

I lie production of each Magic comic book starts with Greffs 
scripts. I Tie 50-year-old comic book author, who resides in 
I akc Stevens, Washington, has been “in the business” for 27 
years. Some of his most notable previous projects include The 
W arlord, Green Arrow: Btm Hunters, and Shumans Tears, Typi- 
cally he has a couple weeks to furnish an original script. But 
in actuality, after researching the provided material fully, 
Grell normally turns a script around in just four days! 

1 work differently from most writers," he admitted. “I take 
most «>t mv notes on a yellow pad, then dictate the script into a 
microphone. My wife Lauri is the one who does the tran 
scribing. I do it this way because I can talk ten times faster 
than I can type. Over the past ten years, I’ve probably become 
one of the fastest writers in the business.” 

Once Grell is done with the script, he passes it to the edi¬ 
tor (Janes), who laterals it to the licensor for approval. Once 
the script is approved, it s then passed to the penciler—in this 
. asc 24-year-old Pop Mhan, who lives in Sterling, Virginia- 
he can start drawing the pages to match the specific 
scenes. 


"In my view the editor has the most difficult job here," said 
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events, Elliott said: “Mike had some freedom to make slices 
tions and rationalizations about the storyline, and we continue 
to enjoy a great creative relationship." 

When asked what the comic book series can convey that the 
cards cannot, Elliott explained: “Currently the card set [Tem 
pst, and the soon-to-be released Stronghold expansion] doesn't 
allow’ us to capture the full action of the story, nor docs it allow 
players the opportunity of developing a strong affinity to the 
characters. Plot points and character interaction frozen in time 
is all we can show. The opportunity of pursuing the intensely 
more graphic and visually fluid medium of the comic book to 
impart plot and character interaction enabled us to better tell 
the story of the Rath Cycle. 

“The comic book scries is set within the storyline of all three 
sets [including Exodus , the followup to Stronghold |, and is 
interspersed with flashback scenes that greatly influence the 
events that are unfolding at present," he continued. “With these 
additional scenes, the comics augment the storyline within the 
card sets." 

Shoui and Tell 

After the is are dotted and the ts are crossed, the approved 
script gets delivered to Mhan, the pencilcr, whose job it is to 
“bring the pages to life." 

Tin responsible for pretty much all the visuals," said Mhan. 
“ lb compare this [project | to something else visual, it would lx* like 
trying to put together a movie. There you have a producer, here 
you have a publisher. Then the producer—or the publisher— 
hires somebody to write a script. 

“Mike Grell gave me a really, really tight script, which let me 
know exactly what was going on in each panel. My job is to be 
the architect, to bring visual life to each page. Sometimes I prefer 
to work with looser scripts, hut this was okay. Mike told me 
exactly what’s being said [on each page] so I could increase or 
decrease the size of the characters accordingly. I needed to also 
make room for word balloons on each page, so I do have some 
space constraints to think about." 

Asked what difficulties, if any, he encountered along the way, 
Mhan said: “This project is one of the toughest I’ve ever had to 
do because of all the communication that needed to take place, 
rherc are many, many questions that have to be answered 
before 1 can even start my work.” 

Normally, according to Mhan, he pencils one page per day, 
then ships off five to seven pages (depending on how far along 
he is) in one package at week’s end. Several faxes and phone 
calls occur between shipments. 

“I guess it depends on the publisher, but 1 think it would be 
pretty’ counterproductive for me to send out one page every’ day, 
so I just wait until I have several to send. For this first time, 1 just 
kept drinking plenty of Mountain Dews. That kept me going." 

Asked how he determines how many panels to use, Mhan 
answered: “There’s no set number of panels per page, so it doesn’t 
matter. Just as long as you convey the story’ correctly." 

When Milan’s pages arrive, Janes forwards them to the 
inker—Norman Lee in Weymouth, Massachusetts—whose 
job is to cement Pop’s interpretations in ink. Depending on 
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how close the deadline is, Mhan sometimes forward- Ins pagi > 
directly to Lee. Following Lee’s work, the pages an* then 
passed to the “letterer"—Michael Taylor in North Hend, Ore¬ 
gon -who pens the text for the appropriate word balloon- 
f inally, it’s oft' to colorist Dave Stewart, who works closelv 
with the rest of the Dark I lorse Separations department. \11 
this time, the cover artist—Mark Harrison in England—i 
busy producing his work. 

“The publishing schedule is very strict, hut I have to remem¬ 
ber I’m working with artists and sometime- their pencils ju t 
aren’t moving on the page, so there needs to be a little flexibil 
ity," said Janes. “But the bottom line is that the project s g< >tta g. > 
out on time." 

What’s the best part of the job? 

“It’s seeing all the individual elements come in," said Janes. 
“When you see the project come together from what was days 
earlier just a group of loose ideas, I guess it’s analogous to giving 
birth. First you’re reading the scripts as they arrive, then the 
pencils come in, then its the inks. It’s all very intoxicating." ^ 


At press time, Ian Stude took over the reins as Dark Ho nr editor for 
the Magic comic book mini-series project. 
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pporftunity 
and Ability 
Irive Juniors 
to the Fore 


llllos by Tin Hnsiy 


I s sue 11 A KAMI 1.1 AR DYNAMIC that it has become a 
clichd: the older, more experienced population looks ner¬ 
vously over its collective shoulder as the footsteps of the 
younger, hungrier upstarts become louder and louder. 
While it may seem silly at first to apply this dynamic to a 
community that is overwhelmingly younger than thirty, 
the tact remains that some of the best and brightest cur- 
a*ntly playing the game haven’t even turned 20. 

For example, the eight quarterfmalists at the 1996 
Magic World Championships included veteran con¬ 
tenders like LAs Henry Stem (29), California’s Scott 
Johns (23), Utah’s Mark Justice (26), and Kansas City’s 
Matt Place (20). All played well in reaching the Top 8, 
hut it was the remarkable performances of two teenagers that 
really thrilled the crowd. 

Swedens Ollc Rade, a 17-year-old wunderkind who had 
emerged out of nowhere to win Pro Tour-Columbus just one 
month before, dueled his way into the semifinal round before 
bowing to Justice. In the process, however, Rade secured enough 
cumulative Pro Tour player points to claim the title of 1995-96 
Pro Tour Player of the Year. 

Hut beyond Rides impressive stretch was the outstanding plav of 
19 year-old lom Chanpheng of Brisbane, Australia. Another 
relative newcomer to the game (he started playing in April ’95), 
C hanpheng shocked the Magic community by first beating Place 
(2 1), then knocking off Stem (3-0), before finally shutting out 
Justice (3-0) to win the Magic World Champion title. 

Rounding out the Top 8 competitors at the 1996 Magic 
































Worlds were Finland’s Tommi Hovi (17) and Canada’s Eric 
Tam (19). Teenagers weren’t just knocking on Magics front 
door, they were busting it down and waltzing right in for scats 
at the head table. 

Even more surprises took place at this year’s Magic World 
Championships. This time, the Top 8 included not four, but 
five teenagers: 15-year-old Janosch Kuhn of Germany (final¬ 
ist); scmifinalists Paul McCabe of Toronto (19) and Svend 
Geertsen of Denmark (16); and quartcrfinalists Nate Clarke of 
New Hampshire (16) and Nikolai Weibull of Sweden (17). In 
the end, it was 20-year-old Czech Jakub Slemr who emerged 
as Magic World Champion, but not before being taxed by 
Geertsen and Kuhn on his way to the title. 

The trend of up-and-coming young superstars on the Magic 
world circuit continues to gain momentum. At Pro Tour- 
Chicago in October, six out of the Top 8 
competitors were 20 or younger. Top- 
seeded Jon Finkcl (19) was joined in the 
quarterfinals by fellow teens Max Suver 
(17), Justin Schneider (16), Kvle Rose (17), 
and the ubiquitous Ride (18). Only Adrian 
Sayers (20), Randy Buehler (25), and David 
Mills (24) were on hand to represent the 
older set—and in any other context, using 
“the older set” to describe these young men 
would be justifiably met with derision. 

On the Pro Tour, however, there’s a lot 
more respect for the young’uns than a cur¬ 
sor)'glance would first indicate. During Pro 
Tour-New York’s cybercast, San Diego’s 
Brian Hacker (23) remarked that competi¬ 
tors from the now-defunct Junior division 
of the Pro Tour (aged 18 and under) were 
more exciting players than their Master 
counterparts, simply because they take more 
risks. Without the large cash payouts and 
the pressure of a single loss being measured 
in thousands of dollars, younger players are 
freer and more likely to try unusual deck 
types or to incorporate exciting but less-reli¬ 
able combos in their decks. Pro Tour players 
arc more likely to rclv on established, proven 
deck types because the difference between 
eighth and ninth place is so slim...and so painful. 

Players who excelled in the Junior division before it mor¬ 
phed into the Super Scries all hare strong opinioas about what sets 
the two camps apart in terms of deck design, game play, and 
the value of victory. Schneider, for example, won the first Junior 
Championship during Pro Tour-Dallas last November before 
moving up to the Pro Tour level. Since “going up,” he has 
placed 32nd at Pro Tour-New York, 35th in the 1997 U.S. 
Nationals, and was a quarter! inalist at Pro Tour-Chicago—but 
on many levels, he still prefers playing the junior field. When 
asked to comment on 1 lacker’s theory, Schneider replied, “On 
the Pro Tour, you know the field...it’s so much more pre¬ 
dictable. I could predict what was going to be out there [in 
Chicago], and I kept running into it.” 

Finkel agreed: “It [Hacker’s theory] is probably true,” 


though he added that many of the best juniors who made it 
true have now moved on to the Pro Tour, bringing their energy 
with them. 

Arguably more innovative, the best juniors usually waste no 
time moving up to the Tour. The overriding reason? As Finkel 
put it, “ 1 he Pro Tour players get money...and then they get 
more money. Once a player has earned enough scholarship 
prize money to cover a semester or two, the lure of more money 
(that can be sj>cnt anywhere) becomes too great to resist— 
especially if the competitor in question is confident enough to 
take the plunge. 

Minnesota’s Melissa Lang (16), observed, “Since juniors 
have to play against pros to qualify [for the Pro Tour], I figured, 
what the heck.” Lang, one of the only women to regularly play 
in the Pm Tour at any age level, suggests another, related rea 
son for juniors to move up: “Ego. You 
always have to test yourself.” 

Schneider agreed: “I thought I was good 
enough to hang with the big boys.” 

The demise of the Junior division of the 
Pro Tour, along with the birth of the new 
Junior Super Series, has provided many 
young players with a dilemma: continue 
dueling against older players on the Pro 
Tour, or seek out competition among play¬ 
ers their own age in the Super Scries. Mam 
young players are still “riding the fence," as 
witnessed at Pro Tour-Chicago. After fail¬ 
ing to make the cut for Day 2 of the Pro 
Tour, several players qualified for Day 2 of 
the Super Series Divisional Championship 
by participating in Saturday ’s open compe¬ 
tition of that event. 

However, this may prove to be a short¬ 
lived trend. Since the new Pro l our player 
point scoring system grants two Pro Tour 
player points for competing in Day 1 of any 
Pro Tour event, and players with five or 
more player points are barred from compc 
tition in the Super Scries, there exists only a 
brief window of opportunity for such play¬ 
ers to continue participating in both events. 
Once they reach the threshold that pre¬ 
vents them from having it both ways, the best and brightest of 
the young Magic players will have to commit to competing in 
the Pro Tour where their energy' and innovation can only 
increase the already stiff competition. As Buehler demon 
strated in Chicago, anyone with the opportunity and the abilin 
can win a Pro Tour event, no matter how experienced they arc 
in high-profile tournaments. As Finkcl, Schneider, and Rade 
continue to demonstrate, youth is not a limitation and may in 
fact be an advantage. However the new dynamic between 
younger and older players on the Pro Tour works itself out, one 
thing is for certain: player innovation impacts the game s future 
at least as much as the game’s evolution impacts players A' 
long as both the game and the player pool arc strong and 
diverse, they will continue to feed each other to the mutual 
benefit of all. 
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1 - 888 - 844 - 8282 


We will meet or beat any advertised price by our national competitors for Magic singles in like condition. 

We specialize in quick delivery. We encourage international retail customers to contact us now to receive the best deals foe 
your Magic singles needs. \ 

Call, email, mail, or fax your orders in. Phones are open 8 am to midnight (central time) Monday — Friday; 11 am to 6 pm 
(central time) Saturday and Sunday. To mail or fax orders, simply list the cards you want and send it in with a check, money r 
order, or credit card information with signature. r 

STAY TUNED...NEXT MONTH IGUANA'S ROLLS OUT OUR ALL NEW WORLDWIDE VIP PROGRAM — RECEIVE THE BEST Ji, 
DISCOUNTS POSSIBLE FOR ALL YOUR MAGIC NEEDS. IF YOU CANT WAIT FOR THE DETAILS CALL TODAY AND WEU j| 


SEND YOU FREE INFORMATION ON CLUB IGUANA - THE EXCLUSIVE VIP PROGRAM 
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SHIPPING INFO 

UPS and US Mail 
Single Cards $5.95 
Box or Set $7.95 

+$2.00 each additional Box or Set 
Call or check www.iguanas cbc.com 
for current rates 


ORDER INFORMATION 

Phone: 888-844-8262 • Outside U.S.: 319-338-0086 
Fax: 319-338-1663 • Web: www.iguanas-clx.com 

Mail: IGUANA'S COMIC BOOK CAFE 

123 N. LINN SUITE 1-A 
IOWA CITY, IA 52245 
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\ The Afl New Exclusive 
CARD VALUE GUARANTEE - The Best Card 

* Tired of getting npped off when it comes time to trade in your cofaction? 

* No other ongoing Magic retoier mi the world offers the exclusive guarantee 

* No one else comes close to matching Iguana s in selection and service. 

* Don 't mess with the nest/om the donvnotor of the Magic Universe with our new guarantee 


fen The World 


IGUANA? GUARANTEES THAT WE WILL GIVE YOU 100% IN TRADE UP VALUE Of THE ORIGINAL PRICE FOR ANY CARD OVER $25.00 PURCHASED Rt0*J 
US. FOR EXAMPLE, IF YOU BUY A MOX FROM US NOW AND IN 3 WEEKS, OR IN 3 YEARS WANT TO TRADE UP TO A BLACK LOTUS YOU'LL RfOM 
10O% IN TRADE UP VALUE AS LONG AS THE CARD IS IN UKE CONDITION FROM THE TIME OF PURCHASE. 


* Cards art* lor 100% trade in value when purchasing a card of greater value. Cards must be returned in Uke condition as when purchased. 
** Offer is void if original card is reprinted in a future edition of Magic cards. 

— Iguana t w* meet or beat any published price of a national competitor. 


IMPORTANT ORDERING INFORMATION-Prices subj«t to change due to market fluctuations Condniom of cards over $25.00 are priced In excellent condition-near mail cards are*' 
'"“"J"’ f«*P*s V&A- Mastercard. Discover, check, and money orders Fee ot $15 on returned checks. Al singles are satisfaction guaranteed to 5 

days after receipt 4 re turned in hk e con dition for exchan ge or credit. No cancellations or returns on pre orders and card game boxes. 
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COLOR Bk=Black BtoBlue G=Green M-MuW-colored R-Red W-White A=Artifact L=Cand RARITY C=Common U=Uncommon R=Rare 
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ALPHA/BETA/UNLIMITED CARD LIST 


Packs 

Box 

Set 

Alpha Starters 

call 

call 

$4795 

Alpha Boosters 

call 

call 

$4795 

Beta Starters 

$289 

$2595 

$4895 

Beta Boosters 

$124 

$4295 

$4895 

Unlimited Starters 

$219 

$1995 

$2495 

Unlimited Boosters 

$99.95 

$3295 

$2495 

Alpha/Beta commons not listed 

$2.00 

Unlimited commons not listed 


$0.75 ea 


ALPHA/BETA/UNLIMITED CARD LIST (cont.) 


ALPHA/BETA/UNLIMITED CARD LIST (coot) 


Card Title 


C «4or Rarity Mpha Beta I nltd Card lltk 


C olor Rarity \lpha Beta 


C ard Title 

Color 

Rarity Alpha 

Beta 

Inltd 

Air Elemental 

Bl 

U 

$7.00 

$9.00 

$2.00 

Ancestral Recall 

Bl 

R 

$179.00 

$199.(X) 

$159.00 

Animate Artifact 

Bl 

U 

$5.00 

$6.00 

$1.00 

Animate Dead 

Bk 

U 


$8.00 

$2.00 

Animate Wall 

W 

R 

$6.00 

$6.00 

SI 00 

Ankh of MtsJua 

A 

R 

$12.00 

$14.00 

$2.00 

Armageddon 

W 

R 

S44.1X) 

$55.00 

$9.00 

Aspect of Wolf 

G 

R 

$14.00 

$14.00 

$4.00 

Bad Mlkmi 

Bk 

R 

$^5.(X) 

S*K.OO 

$8.(X) 

Badlands 

L 

R 

$50.00 

$59.00 

$16.(X) 

Balance 

W 

R 

$39.00 

$49,00 

$4 (X) 

Basalt Monolith 

A 

U 

$6.00 

$8.00 

SI.00 

Bayou 

L 

R 

$50.00 

$59.00 

$1500 

Berserk 

(■ 

U 

$44.00 

$44.00 

$36.00 

Birds of Paradise 

G 

R 

$.36 00 

$ 9. ) 

$8 00 

Black Knight 

Bk 

U 

$9.00 

$17.00 

$2.50 

Black Loan 

A 

R 

$395.00 $429.00 

$299.00 

Black Vue 

A 

U 

$17.00 

$19.00 

$1.50 

Black Ward 

W 

u 

$3 00 

$3.00 

$1 CX) 

Bla/e <4 dory 

W 

R 

$44.00 

$44 00 

$26.00 

Blessing 

W 

R 

$11 00 

$13 00 

$2.00 

Blue Ward 

W 

U 

$3.00 

$3.00 

$1.00 


Bog Wnulh 
Braingcyvcr 
Bumming 
Cans milage 
Catfle 

CclestuJ lYism 
Channel 
Cham Orh 
ChaokUcc 
Clockwork beast 
Clone 
Cuckaincc 
Consecrate l .and 
Conservator 
Contract from Belov. 
Control Magic 
Conversion 
Copper Tablet 
Copy Artifact 
Courtfcrxpcll 
Crusade 
Cry vial RihI 
Curved Land 
Cyclopean Tomb 
Dark Ritual 
Darkpacl 
Dl • ■ bp 
DctthUce 
Demonic Attorney 
Demonic Monlcv 
Demode Tutor 
Dingus Egg 
Disenchant 
Disintegrate 
Disrupting Scepter 
Dragon Whelp 
Drain I lie 


Rk U 


Bl U 
W u 


Bk U 
A K 


Hk C 
Bk K 


Hk U 
Bk R 


$4 00 
$27 00 
$3 00 
$7 00 
$3 00 
$300 
$3.00 
$89 00 
$900 
$1400 
$19 00 
$1700 
$16 00 
$300 
$9 00 
$13 00 
$3 00 
$1200 
$23 00 
$1700 
$38 00 
$3.00 
$.3.00 
$70 (X) 
$5 00 
$900 
$3 00 
$9IX) 
$9 00 
$24 00 
$18.00 
$12.00 
SA (X) 
$3 (XI 
$33 (X) 
$4 00 
$3.00 


$6 00 
$37 00 
$300 
$H(K) 
$3 (X) 
$3 00 
$3.00 
$K9(X) 
$9.00 
$14 1X1 
$ 22.00 
$17.00 
$16 00 
$3.00 
$9 00 
$14.00 
$3.00 
$1 3.00 
$29 (X) 
$19(10 
$44 (X) 
$3.00 
$3.(X) 
$60.1X1 
$7.(X) 
$9 (X) 
$3 00 
$9<X) 
$9 00 
$24.(X) 
$19.00 

S8 00 
$5.00 
$37.(X) 
$6.(X) 
$4.00 


$1 00 
$9.00 
$1 00 
$ 6.00 
$1 no 
$1 oo 
$100 
$65 00 

$1 oo 
$2 00 
$5 00 
$4 00 
$1200 
$1 00 
$200 
$2.00 
$1 00 
$6 00 
$7C)0 
$200 
$8 (X) 
$1.00 
$1 00 
$49 (X) 
50 
$2<K) 
$1 00 
$1 00 
$2 «X) 
$8 CX) 
$6 (X) 
$2 CX) 
$1 (X) 
$.50 
$3 (X) 
$100 
$.50 


Drain Power Bl 

Dwarvcn Demobbon Team R 


PRICES SUBJECT TO CHANGE 


Earth Idemenul 
Earthquake 
Elvish Archers 
Kvil Presence 
False Orders 
Farmstead 
Fnstbond 
Feedback 
Fire 1:1c mental 
Fireball 
Mash tires 
Force of Nature 
Forccfiekl 
Fork 

Fungusaur 
Gaea's l .urge 
Gauntlet of Might 
CJunt (inruth 
Cilasses of Una 
Gloom 

Goblin Balk>on Brigade 
Goblin King 
Granite Gargoyle 
Green Ward 
Helm of Chat/uk 
Hive. The 
Howling Mine 
Hurricane 
Hypnotic Specter 
Icc Storm 
Icy Manipulate 
lllUMonary Mask 
Instill luicrgv 
Invisibility 
Iron Star 


$1900 
$1100 
$3 00 
$29 00 
$24 00 
$3.00 
$VO0 
$9.00 
$24 U> 
$300 
$4 00 
$6.00 
$300 
$25 00 
$13900 
$35 00 
$11<D 
$1 LOO 

$139 00 
$4.00 
$3.00 
$3.00 
$3.00 
$19 (X) 
$24(1) 
$300 
$9 00 
$1000 
$39(1) 
$3 00 
$15.00 
$2200 
$32.00 
$39<X> 

S3 CX) 
$6.(X> 

$3.00 


$1900 
$1200 
$300 
$2900 
$3000 
$300 
$500 
$900 
$24 00 
$300 
$4 00 
$7 00 
$300 
$29 00 
$139 00 
$45 00 
$1400 
$1500 
$139.00 
$4 00 
$300 
$3 00 
S3 00 
$24 00 
$27 00 
$300 
$900 
$1200 
$44 00 
$300 
$1900 
$24 00 
$5500 
$4500 
S3 00 
$ 6.00 
$3 00 
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Card Title 

Color 

Kurils \lpha 

Beta 

Unltd 

Card Title 

Color 

Kants Mpha 

Bela 

Unltd 

Card Title Color 

Rarity 

Alpha 

Beta 

l nltd 

Iron* Law Ore* 

R 

C 

SI 00 

$1 00 

$1 00 

Ohsianu* Golem 

A 

U 

$300 

$300 

$1.00 

Thoughtlace 

Bl 

R 

$9.00 

$9 00 

$1 00 

Island Sanctuary 

w 

R 

$900 

$9 (X) 

$2 (X) 

Orvith Artillerv 

R 

U 

$9 (X) 

$3 00 

$1 00 

Throne of Bone 

A 

u 

$.3 00 

$3 00 

SI 00 

Ivory C up 

A 

U 

S-VOO 

$3.00 

$1 00 

Orcifth OnlljimiK- 

K 

U 

$35 (X) 

$3 00 

$1 (X) 

Timber Wolves 

G 

R 

$ 17.1 X) 

$19 00 

$2 00 

Jade Monolith 

A 

R 

$9 00 

$9 00 

$2 00 

Personal l i »m.it n m 

W 

R 

$1700 

$19 00 

MjOO 

Time Vault 

A 

R 

sni9.no SUN .on 

$59 00 

Jade Suttuc 

A 

U 

$15 00 

$19 (X) 

$1 3.00 

ItianUMnal Force* 

HI 

U 

$3.00 

S3 00 

$1 00 

Time Walk 

Bl 

R 

$259.00 

$279 00 

$199 (X) 

Jayemdar Tome 

A 

R 

$26 00 

$29 00 

$3 (X) 

Phantom \k»nsier 

Bl 

U 

$5 00 

$6 Of) 

$1.00 

Timetwister 

Bl 

R 

$169 00 

$179 00 

$129 00 

Juggernaut 

A 

U 

S15j00 

$1701) 

$4 (X) 

Puate Ship 

Bl 

R 

$9 00 

$9 00 

$2.00 

Tropical Island 

L 

R 

$50. (X) 

$59 00 

$1500 

Karma 

W 

U 

$3.00 

$3 00 

$1 (X) 

Plateau 

l. 

R 

$5000 

$59(1) 

$20 00 

Tsunami 

G 

U 

S3. (Ml 

$3 00 

SI 00 

kekioa Marked 

R 

u 

$7 00 

$7 00 

$1 00 

Pown Surge 

R 

R 


$14 Of) 

$2.00 

T'undm 


R 

$50.00 

$59 00 

$16 00 

koemux Bell 

A 

R 

$9 00 

$9 00 

$2 00 

PsMMIK Blast 

Bl 

U 

$29 00 

$29 00 

$24 00 

Tunnel 

R 

U 

$3.00 

$3 00 

$1 00 

kud/u 

G 

R 

$9 00 

$9 00 

$2.00 

Purelace 

W 

R 

$9 00 

$9 00 

$100 

Twiddle 

Bl 

C 

$3.00 

$3 00 

$.50 

1 JUKT 

w 

U 

$3 00 

$3.00 

$1 00 

Raying Riser 

R 

R 

$39 00 

$44 00 

$29.00 

| 

X 

*# 

J 

1 

R 

R 

$54 (X) 

$59 (X) 

$42 (X) 

Ley Druid 

G 

U 

$3.00 

$3.00 

$1 (X) 

Red \Vani 

W 

U 

$3 00 

$300 

$1.00 

Underground Sea 

L 

R 

$50.00 

$59 00 

$1600 

Dhrary of Ixng 

A 

u 

$3.00 

$3 00 

$1 IX) 

Rcgnmth 

G 

u 

$14(X) 

$1900 

$'<*! 

llthden Troll 

R 

U 

$3.(X) 

$3 00 

$1.00 

Lick 

Bk 

R 

$59 00 

$64 00 

$4700 

Resurrection 

W 

u 

$3 00 

$300 

$1.00 

Vetduran liiK-hanuess 

G 

R 

$9.00 

89jOI 

$2 00 

Lfdone 

G 

U 

$3 00 

$3 00 

$1.00 

Reverse Damage 

w 

R 

$18 00 

$22 Of) 

$4.00 

Vcsuvan Doppelganger 

Bl 

R 

$49 00 

$59 (X) 

$1900 

Ufrlacr 

G 

R 

$9 (X) 

$9 00 

$1 00 

Righteousness 

W 

R 

$16 00 

$1800 

$2.00 

Veteran Bodyguard 

W 

R 

$20.00 

$24 00 

$5 00 

lifrtap 

Bl 

U 

SUltl 

$.300 

$1.00 

Roc of Kher Ridge* 

R 

R 

$1900 

$19 (X) 

$6.00 

Volcanic Flniption 

Bl 

R 

$9 00 

$9 00 

$200 

Lightning Bolt 

R 

C 

$9 00 

$1000 

$1 00 

Rock Hydra 

R 

R 

$24 (X) 

$27 00 

$7 00 

Volcanic Island 

I. 

R 

N/A 

$59 00 

$16 00 

laving Artifact 

G 

k 

$1200 

$1400 

$200 

Rod of Ruin 

A 

U 

$3 00 

$3 00 

$100 

Wall of Air 

Bl 

U 

$5.00 

$5 00 

$1 00 

Living land* 

G 

R 

$9.00 

$9 00 

$2.00 

Royal Assassin 

Bk 

R 

$39 00 

$46 00 

$12.00 

W all of Bone 

Bk 

u 

$.3 00 

$3 00 

SI 00 

l nrxajt Wall 

A 

U 

$4(X) 

$4 (X) 

$1 00 

Sacrifice 

Bk 

U 

$3 00 

$3 00 

$1 00 

Wall of Brambles 

G 

u 

$3 00 

$3 00 

SI (X) 

Lord <4 Atlanta 

Bl 

R 

$1700 

$19 00 

$3.00 

Savannah 

N 

R 

$50 00 

$59 00 

$15.00 

Wall of Fire 

R 

u 

$3.00 

$.3 00 

$100 

Uml of the Ptt 

Bk 

R 

$1700 

$1900 

MJOO 

Savannah laum 

W 

R 

$35 00 

$42 00 

$6 00 

Wall of Ice 

G 

u 

s' < ■ 1 

$3 00 

SI .00 

Ur 

G 

U 

$300 

$ 3 00 

SI 00 

Scavenging Ghoul 

Bk 

U 

$3 Of) 

$3 00 

$1 00 

Wall of Slone 

R 

u 

$3(X) 

$300 

$1 (X) 

Magical Hack 

Bl 

R 

$24 OO 

$27 00 

S&jOO 

Scrubland 

L 

R 

$50 00 

$59 00 

$15.00 

Wall of Swords 

•\ 

u 

$5 00 

$5 00 

$1 00 

Makimod l)|inn 

Bl 

R 

$27 00 

$3200 

$7 00 

Sedge Troll 

R 

R 

$24 00 

$29 00 

$9 00 

W all of Water 

Bl 

u 

$3.00 

DdOO 

IKK) 

Mans Mate 

R 

R 

$17.00 

$19 (X) 

$6 00 

Scngw Vampire 

Bk 

U 

$1400 

$1800 

$4 00 

W all of Wood 

G 

c 

$3 00 

$300 

$1 (X) 

Mana Short 

Bl 

R 

$15 (X) 

$1700 

so.. 

Serra Angel 

W 

U 

$29 00 

$36 00 

$5 00 

Wanderlust 

G 

u 

$300 

$300 

$1 00 

StMU Vault 

A 

R 

$17.00 

$1900 

$9 00 

Shivan Dragon 

R 

R 

$tf)fK) 

$74 00 

$1700 

W'arp Artifact 

Bk 

R 

$13 00 

$1700 

UM 

Manaharh* 

R 

R 

$13 00 

$1500 

$2 00 

Simulacrum 

Bk 

U 

$3 00 

$4 Of) 

$1 00 

Water IikmentaJ 

Bl 

u 

$3 00 

$3 00 

$1 (X) 

Mcci stone 

A 

R 

$22 00 

$24 00 

V4 (■) 

Sinkhole 

Bk 

c 

$1700 

$1900 

$15 00 

Web 

G 

R 

$13 00 

$1600 

$2 (XI 

Mind Twist 

Bk 

R 

$1700 

$1900 

$2 00 

Siren » Call 

Rl 

u 

$300 

$300 

$1.00 

W heel of Fortune 

K 

R 

$37 00 

$43 00 

$1000 

Mox Emerald 

A 

R 

$209 00 

$21900 

$159 00 

Sleight of Mind 

Bl 

R 

$1800 

$24 00 

$4 00 

White knight 

M 

u 

$14 (X) 

$1800 

$2 00 

Mot Jet 

A 

R 

$219 (X) 

$229 Of) 

$169 «K» 

Smoke 

R 

R 

$9 00 

$9 00 

$2.00 

White Ward 

w 

u 

S3 00 

$3 00 

$1 00 

Mot Pearl 

A 

R 

$219 CX» 

$229 00 

$169 (X) 

Sol Ring 

A 

U 

SIHUI 

$2200 

$7 00 

WiU-O’ The W isp 

Bk 

R 

$.34 (X) 


$7 (X) 

Mot Rub> 

A 

R 

$219 00 

$229 (X) 

$169 00 

Soul Net 

A 

U 

$300 

$300 

$100 

Winter Orb 

A 

R 

$34 00 

$39 00 

$' 00 

Mot Sapphire 

A 

R 

$21900 

$229 00 

$169 (X) 

Stasis 

Bl 

R 

$24 00 

$3200 

$5.00 

Wooden Sphere 

\ 

U 

$3.00 

$3 00 

$1 00 

Natural Selection 

G 

R 

$'200 

$34 00 

$24 00 

Steal Artifact 

Bl 

U 

%s (X) 

$500 

$1 00 

Word of C ommand 

Bk 

R 

$69 00 

$74 00 

$49 (X) 

Nether Shaduw 

Bk 

R 

$17.00 

$1900 

$3j00 

St. mic Ciiani 

R 

U 

$3 00 

$3 00 

$1 00 

Wrath of God 

W 

R 

$42 00 

$"<■• 

$1000 

Nettling Imp 

Bk 

U 

$4 (X) 

$4 00 

$1 00 

Sunglasses of Ur/a 

A 

R 

$9 (X) 

$9 00 

$2 00 

Zombie Master 

Bk 

R 

$13 00 

$1500 

$2 00 

Soinyrralt IXsk 

A 

R 

S52CX) 

$69 00 

$9 00 

Swords to Plowshares 

W 

U 

$19 Of) 

$22 00 

$200 







Nightmare 

Bk 

R 

$29 00 

$34 00 

$8 00 

1 i.-1 

L 

R 

$50 Of) 

$59 00 

$1600 







Northern Paladin 

W 

R 

$1700 

$22.00 

$300 

Thicket Basilisk 

G 

U 

$4 00 

$500 

$1 00 








REVISED/4TH EDITION/ 


5TH EDITION CARD LIST 


Revised 


Starter Deck 

$29.95 

Starter Box 

$249.95 

Booster Pack 

$7.95 

Booster Box 

$259.95 

Complete Set 

$229.00 

All Commons Not Listed 

$.50 ea 

4th Edition 


Starter Deck 

$8.95 

Starter Box 

$79.95 

Booster Pack 

$2.95 

Booster Box 

$94.95 

Complete Set 

$149.00 

All Commons Not Listed 

$.50 ea 

5th Edition 


Starter Deck 

$8.95 

Starter 

call 

Booster Pack 

$2.95 

Booster Box 

call 

Complete Set 

call 

All Commons Not Listed 

$.75 ea 

Card Title Color 1 

tati Price 


Abbey Gargoyle* 

W 

U 

$1 00 

Ahomuutioa 

Bk 

U 

SI 00 

Ahyiaal Specter 

Adartar Waale* 

Bk 

L 

u 

R 

$1 (X) 
$7.00 

T iber Storm 

Bl 

U 

$1 00 

Air Ucmmul 

Bl 

U 

$1 OO 

A* Omental 

Bl 

U 

$1 00 

Akroa legionnaire 

A Lkidtn i Lamp 

W 

A 

R 

R 

$'<x» 
$2 00 

Aladdin* Ring 

A 

R 

$2 00 

Aladdin* Ring 

A 

R 

$2.00 

All Baba 

R 

U 

$1 00 

An Ha* va Constable 

G 

R 

$3.00 

Angry Mob 

W 

U 

$1 00 

Angry Mt4> 

W 

U 

$1.00 

Animate Artifact 

Bl 

U 

$1.00 

Anrnute Dead 

Bk 

U 

SI (XT 

Am Rule Wall 

W 

R 

$2.00 

Ankh .4 Mtvhra 

A 

R 

$2 00 

Anti Main Aura 
Armageddon 

Bl 

W 

U 

R 

$1.50 

$7.00 

Armageddon Clock 

A 

R 

S6.(X) 

Avhev to Ashe* 

Bk 

U 

$1.00 

Aibnud i Battle Gear 

A 

U 

SI 00 

Aspect of Wolf 

G 

R 

$3.00 

Atog 

R 

U 

$1 (X) 

Ajrure Drake 

Bl 

U 

$1.00 


REVISED/4TH/5TH CARD UST (cottL) ■ REV1SED/4TH/5TH CARD LIST (cootJ I REV1SED/4TH/STH CARD UST (conO 


< ard Mg ( i4or 

K**> 

Price 

( ard title Color 

Rarih 

Price 

C ard Title ( -4m 

Kvfey 


Backfire 

Bl 

U 

$1.00 

Dancing Scimitar 

A 

R 

$2.00 

Gkxxn 

Bk 

U 

$1 00 

B^l Moon 

Bk 

K 

$7.00 

Darknaci 

Dcatngnp 

Bk 

R 

$2.00 

GoHm Balloon Brigade 

R 

U 

$1 (X) 

Badland* 

L 

R 

$14 00 

Uk 

U 

$100 

Goblin King 

R 

R 

SSjQQ 

Balance 

W 

K 

$3.00 

Dcathcnp 

Death lace 

Bk 

U 

$1.00 

Goblin Wanrens 

R 

R 

$4 00 

Ball l ightning 

Bari* Cage 

R 

R 

$9.00 

Bk 

R 

$1.00 

(iranite Gargoyle 

R 

R 

MuOO 

A 

R 

$3.00 

Deflectioa 

Bl 

R 

S6.no 

Greater Realm ^ Prrvrv jij.ci W 

U 

$: mi 

B.ivalt Monolith 

A 

U 

$1.00 

Demonic Attorney 

Bk 

R 

$100 

Greater Werewolf 

Hk 

U 

$200 

Bayou 

L 

R 

$13.00 

Demonic Honks 

Bk 

R 

$6.00 

Green Ward 

W 

U 

$50 

Binding Grasp 

Birds of Paradise 

Bl 

U 

$1 (X) 

Demonic Tutor 

Bk 

U 

$4.00 

Havenwood Battleground 

L 

U 

$1 50 

G 

R 

$6.(X) 

Dcrclor 

Bk 

R 

$3.(X) 

Hca atiwnb 

Bk 

k 

V4IHI 

Black Knight 

Bk 

U 

$2.00 

Desert TWister 

G 

U 

$1.00 

Helm of Oiat/uk 

A 

R 

$1 (X) 

Blik k Mana Battery 

A 

R 

$3.00 

Detonate 

R 

U 

$1 00 

Hive. The 

A 

R 

yttai 

Black Vive 

A 

U 

(1 10 

Diabolic Machine 

A 

u 

$1.00 

Hollow Tree* 

l. 

R 

$4 1X1 

Black Ward 

W 

U 

$.50 

Dingus Hgg 

A 

R 

$3 00 

Huwltng Mine 

A 

R 

$7 CX) 

Blessing 

W 

R 

SI.00 

Disrupting Scepter 

A 

R 

$3.00 

Hun Jackal 

K 

R 

$2 50 

Blight 

Hi 

U 

$1.00 

Divine 1 tansfonnation 

W 

U 

$1.00 

Hurricane 

G 

U 

$1 IX) 

Blinking Spent 

W 

R 

$7.00 

Dragon lingine 

A 

R 

$2.(X) 

Hydroblast 

Bl 

U 

SI 00 

Blue Mana Battery 

Blue Ward 

A 

W 

R 

U 

S3.00 

$.50 

Dragon W'help 

Drain Power 

R 

Bl 

U 

R 

$1.00 

$3.50 

Hypnotic Specter 

Icotian Phalanx 

Bk 

W 

U 

U 

$: mi 

$1 OO 

Bog Wraith 

Bk 

U 

$1.00 

Dust i<‘ 1 

W' 

U 

$1.00 

kalian Stx«rr 

L 

R 

$4 (XI 

Bottle of Suleiman 

A 

R 

$1.00 

Dwaxvcn ('atanull 
[>warven Hold 

R 

U 

$1.00 

kalian Town 

W 

R 

• 

Bottomless Vault 

L 

R 

$4.00 

L 

R 

$4.00 

kc Flix? 

1 

U 

$1 tX) 

Bnunsevver 

Bra** Man 

Bl 

R 

$6.00 

Dwarven Ruins 

L 

U 

$1.00 

Inferno 

R 

R 

V4 (X) 

A 

U 

$1.00 

Dwaiscn Wcaponsniith 

R 

U 

$1.00 

Infinite Hourglass 

A 

R 

% * « ■ > 

Breeding Pit 

Bk 

U 

$2 00 

fvarth Ekmenta 

R 

u 

i 0 

Instill Fjicrgs 

G 

U 

M <■> 

Broken Visage 

Bk 

R 

$3.00 

Forthquake 

Ebon Stronghold 

R 

R 

$4.00 

Iron Star 

A 

U 

$1 (XI 

Bron/c Tablet 

A 

R 

Mix: 

L 

U 

$1.00 

Ironclaw Curse 

K 

R 

$UX» 

Brushland 

L 

R 

$7.00 

FKmy Horse 

A 

R 

52.00 

Island Fish Jasconius 

Bl 

R 

• 

Hun owing 

Caribou Range 

R 

U 

$100 

Hllanij 

Elder Dniki 

Bk 

R 

$2.00 

Island Sanctuary 

W 

R 

$1 01) 

W 

R 

$3.00 

G 

R 

$3.00 

Ivory Cup 

A 

U 

$l (X) 

Camon Ants 

Bk 

U 

$1.50 

iihkr I and Wuim 

W 

R 

$3.00 

I very Guardians 

W 

U 

$1 (X) 

Castle 

W 

U 

$1.00 

ITkin B««ttlc 

A 

R 

$3.00 

Ivory Town 

A 

R 

$4 (X) 

Cave People 

Celestial Prism 

R 

U 

$1.00 

FJven Riders 

G 

U 

$1 00 

Jade Monolith 

A 

R 

■ 

A 

U 

$1.00 

Elvish Archav 

G 

R 

$4/00 

Jalum Tome 

A 

R 

• 

Channel 

Chaotlacr 

G 

R 

U 

R 

$1.00 

$1.00 

Energy Flux 

Evil t'ye of Ormv-by-C»ore 

Bl 

Bk 

U 

u 

$1 00 

51 .CM) 

Junior "s Ring 

Jankr'* Sodillehags 

A 

A 

■ 

R 

$3 00 

Cacie .* Phaect**r Artifact* 

W 

U 

$1.50 

Evil I*rcsence 

Bk 

u 

$1.00 

Jayctndae Tome 

A 

R 

$4 (X) 

City of Brass 

L 

R 

$8.00 

Eye for an Eye 

W 

R 


Jesicr's C'ap 

A 

R 

$15 00 

Clockwork Avian 

A 

R 

$3.00 

Fallen Angel’ 

Farmstead 

Bk 

U 

goo 

Johlull Worm 

G 

U 

$1 (X) 

Clock work Beau 

A 

R 

$2.00 

W 

R 

$100 

Jokulhaups 

Jtnrn’s Tool* 

K 

R 

Ns 

Clockwork Steed 

A 

U 

$100 

Favtbund 

G 

R 

$5 00 

A 

U 

N 1 (XI 

Clone 

Bl 

U 

$4(X) 

IkesBvack 

Bl 

U 

$1.00 

Juggernaut 

A 

U 

u 

$t (1) 

Cockatrice 

G 

R 

$3.00 

Fekion's Cane 

A 

u 

$1.00 

Junun 14 reel 

Bk 

$1 00 

(\4ovsus of Sardia 

A 

R 

$4.00 

Fellwar Stooe 

A 

u 

BJ0 

Justice 

W 

u 

$1 00 

Conquer 

R 

U 

$100 

Ferw's Ban 

A 

R 

$2.00 

Juxtapose 

Bl 

R 

$3(1) 

Conservator 

A 

U 

SI 00 

Fire Drake 

R 

U 

$1.00 

Karma 

W 

U 

SI 00 

Contract from Below 

Bk 

R 

$2.00 

l ire Elemental 

R 

u 

$1.00 

karplusan Keen 

Keiwm Warlord 

L 

K 

$8 (XI 

Ccmtrol Magic 

Bl 

U 

$1.50 

Flame Spirit 

R 

u 

$1 00 

R 

u 

$1 541 

Cunvtraon 

W 

U 

$1.00 

Flashfinrs 

R 

u 

$1.00 

Killer Bees 

G 

u 


Cony Artifact 

Bl 

R 

|M0 

Fly ing Carpet 

A 

R 

$200 

kismet 

W 

u 

$1 00 

Coral Helm 

A 

R 

$200 

Fame of Nature 

G 

R 

$5.00 

Kiektoran Roval Ckurd 
Kjekknn Skycapum 

W 

R 

$5 00 

Cosmic Honor 

Bk 

R 

$3.00 

&r 

Bl 

R 

$3.00 

w 

u 

$1 00 

Cuuntervpcll 

Bl 

U 

$1.50 

R 

R 

$14.00 

knight of Strxmgald 

Bk 

u 

$1 00 

Craw Giant 

G 

U 

$1.00 

Fountain of Youth 

A 

U 

$1.00 

Kormus Bell 

A 

R 

$3 (X) 

Crimson ManOcorr 

R 

K 

$3.00 

Fungusaur 

G 

R 

$3 00 

kud/u 

<• 

R 

s • 

Crown of the Ages 

A 

R 

$1.00 

f ynuhorn Elder 

G 

U 

$1.00 

Lance 

W 

U 

SI 00 

('nimble 

G 

U 

$1.00 

Gaea* Liege 

Game of (runs 

G 

R 

$4.00 

Land Tax 

w 

R 

$6 00 

Crusade 

W 

R 

$6.00 

R 

R 

$'00 

leshroL S Rite 

Hk 

U 

$1 00 

Crystal Rod 

A 

U 

$1.00 

Gauntlets of Cha» 

A 

R 

$3.00 

leviathan 

Bl 

R 

$4 00 

C urved land 

Bk 

U 

$1.00 

Glacial Wall 

Bl 

U 

$1.00 

Ley Dnnd 

G 

U 

$1 00 

Dance of Many 

Bl 

R 

$3.00 

Glasses of Urza 

A 

U 

$100 

Lhtegoyf 

G 

R 

$7 00 


www.iguanas-cbc.com • cards@iguanas-cbc.com • 1-888-844-8262 ♦ 


PRICES SUBJECT TO CHANGE 
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REVISED/4TH/5TH CARD LIST (cont.) 


Card TUIe 


Color Rark) Price 


Library of Img A 

Dfcforce G 

Lifclacc G 

l jf clap Bl 

Living Artifact G 

Living l-*nds G 

Living Wall A 

Lord of Atlanta Bl 

Lard of the Pit Bk 

Lore G 

Magical Hack Bl 

Magnet* Mountain R 

Magus of the Unseen Bl 

MahamoU Djmn Bl 

Mana Clash R 

Mana Hare R 

Mana Short Bl 

Mana Vault A 

Manaharbv R 

Meek »tone A 

Mnac Djinn R 

Millet one A 

Mind B<*n6 Bl 

Mind Twist Bk 

Mind Warn Bk 

Mishra % Factory L 

Muhra’ft War .Machine A 
Mole Wormft Bk 

Nccrupotence Bk 

Nether Shad.ru Bk 

Nettling Imp Bk 

Nevinyrral'ft Divk A 

Nightmare Bk 

Northern Paladin W 

Oaatft L 

Obelisk of Undoing A 

(Jfmanuft Golem A 

Onulet A 

Orcteh Artillery R 

Orvtxh Captain R 

Orcifth Onflamme R 

Orvieh Squatters R 

Order of the Sacred Torch W 
Order of the White Shield W 
Orgg R 

Onuthontcr A 

<Kai Vultures W 

Penugnun of the Age* A 
Personal liKamatxei W 

Phantasmal Force* Bl 

Wuntom Momicr bl 

Pirate Ship Bl 

nmtim L 

Power Surge R 

Po* Bk 

Pnmal Clay A 

Primal Order G 

Primordial Ooie R 

Pwontc Enutv Bl 

Purelace W 

PyroNa* R 

P^rtci hates R 

Rahul W ombat G 

Rack. The A 

Radian Spurt G 

‘ 1 Man Bk 


Rag Man 
KrNrth 


Recall 
Red Mana Battery 
Red Ward 


Regnmth 
Re Ik Bind 


Roc of Kher Ridges 
Rock Hydra 
Rocket launcher 
Rod of Rum 

Rumft of Trukau 
Sacred Bonn 
Sacrifice 
Sand Sik» 
Savannah 
Savannah Liam 
Scavenging Ghoul 
Scrubland 
Sea Spurt 
Sea Sprite 
Seavinger 
Sedge Troll 
Segovian Ixvialhan 
Scngtr Autocrat 
Sengu Vampire 
Seraph 

Serendib Efreet 
Serpent Generator 
Sena Angel 
Sena Befttiary 
Sena Paladin 
ShaprfttuftcT 
Shattervlorm 
Shiv an Dragon 
Sibilant Spurt 


Sue*'» Call 
Skull Catapult 
tht ofMmd 


tzg* 

Sol Ring 


REV1SED/4TH/5TH CARD LIST (cont) 1 

Card Title 

Color 

ferfv 

Price 

Sorceress Queen 

Bk 

R 

$5 00 

Soul Net 

A 

U 

$1 00 

Spirit Dnk 

W 

U 

$2J0 

Spirit Shackle 

Bk 

U 

51 00 

Stampede 

G 

R 


Stasis 

Bl 

R 

V4II) 

Steal Artifact 

Bl 

U 

51 00 

Stone Giant 

R 

U 

$1 00 

Stone Spin! 

R 

U 

$100 

Strip Mine 

L 

U 

%\50 

Stromgakl Cabal 

Bk 

R 

• 

Sulfuruus Springs 
Sunglasses of Ur/a 

L 

R 

$8 00 

A 

R 

s: no 

Svyclumtc Temple 

L 

U 

$1 00 

Swurds to Plowshares 

W 

U 

• 

Sylvan Library 

Taiga 

G 

L 

R 

R 

$5 00 
$1400 

Tawnos'c Wand 

A 

U 

$1 00 

Tawnws’s Weaponry 

A 

U 

$1 00 

Tempest Efreet 

R 

R 

$2.00 

Tetravuv 

A 

R 

$3 00 

Thicket Basilisk 

G 

U 

$100 

Thought lace 

Bl 

R 

$1 00 

Throne of Boot 

A 

U 

$1 00 

Thnill Retainer 

Bk 

u 

$1 00 

Timber Wolves 

G 

R 

D 

Time Bomb 

A 

R 

$4 00 

Time Elemental 

■ 

K 

$6 00 

Titama s Song 

G 

R 

$2.50 

Tnskelion 

A 

R 

$2.50 

Tropical island 

L 

R 

$13 00 

Truce 

W 

R 

$3 00 

Tsunami 

G 

U 

$1 00 

Tundra 

L 

R 

$14 (X) 

Tunnel 

R 

U 

$1 00 

Uncle 1st van 

Bk 

V 

SI 00 

Underground River 

L 

R 

$7 00 

Undciground Sea 

L 

R 

$14 00 

Untamed Wilds 

G 

U 

$1 00 

Urza’s Avenger 

I T/a’s Bauble 

A 

R 

$4 (X) 

A 

U 

$1 00 

Uthilen Troll 

R 

u 

$1 00 

Verdunui Enchantress 

G 

R 

$2 IX) 

Yevuvan IXippelgangcr 
Veteran Bodyguard 

Bl 

W 

R 

R 

$17 00 

$4 00 

Visions 

W 

B 

$1 00 

Vulcanic Eruption 

Bl 

R 

$2 00 

VolcanK* Island 

L 

R 

$14 CM) 

Wall of Air 

Bl 

U 

$1 00 

Wall of Bone 

Bk 

u 

$1 00 

Wall of Brambles 

G 

U 

$1 00 

Wall of Fire 

R 

U 

$1 00 

Wall of Ice 

G 

U 

$1 00 

Wall of Stone 

R 

u 

$1 00 

Wall of Swords 

W 

u 

$1 00 

Wall of Water 

Bl 

u 

$1 00 

Wanderlust 

G 

u 

$1 (X) 

Warp Artifact 

Bk 

R 

$3 00 

Water Elemental 

Bl 

U 

$1 00 

Web 

G 

R 

$3 00 

Wheel of Ixxtunc 

R 

R 

$11 00 

W'htrline Dervish 

White Knight 

G 

W 

U 

U 

$2 00 

5.' B 

White Ward 

W 

u 

5 V) 

Will O’ The-Wisp 

Bk 

R 

$5 00 

Wind Spirit 

Bl 

U 

$1 00 

WiixK of Change 

R 

R 

Isjqo 

W'lnter Blast 

G 

U 

$1.00 

Winter Orb 

A 

R 

54 (11 

Wolvcnne Pack 

G 

U 

$1 00 

Wooden Sphere 

Word of Blasting 

A 

R 

u 

u 

$i cn 
$1 (X) 

Wrath of God 

W 

R 

SW .. 

Wretc hed. The 

Bk 

R 

SS II) 

Wyluii Wolf 

G 

R 

s s (X) 

Xcmc hdtcrgeist 

Bk 

R 

$300 

Zombie Master 

Bk 

R 

5*11) 

Zur’s Weirding 

Bl 

R 

$5 00 

ARABIAN NIGHTS CARD LIST 

Booster Pack 


$79.00 

Booster Box 


$4495.00 

Complete Set 


$945.00 

Card Title 

Color 

Rartv 

Price 


Abu Jafar 
Aladdin 

Aladdin's l^imp 
Aladdin's Ring 
Ali Raha 
Ali from Cairn 
Army of Allah (a) 
Bazaar of Baghdad 
Bird Maiden (a) 
Btittle of Suleiman 
Brass Man 
Camel 

City in a Bottle 
City of Bravs 
Cuombau Witches 
Cyclone 

Darn ing .Scimitar 

Damian 

Desert 

Desert Nomads 
Desert Twister 
Diamond Valley 


U3 $7 00 
U 2 $9 00 

U 2 $5 00 

U 2 $5 00 

U 3 $8 00 

U 2 $79 00 
C 3 $7 00 

U3 $24 (» 
C 2 $2 00 

U 2 $3 00 

U 3 $4 00 

C 5 SI (X) 
U2 $18 00 
U 3 S24 00 
C 4 $1 (X) 

U 3 $4 00 

U 2 $4 00 

C 4 $1 00 

Cll $MX> 
C 4 $2 00 

U3 $7 00 
U2 $74 00 


ARABIAN NIGHTS CARD LIST (cont) 


C ard Tkh 

Drop of Haney 
Ebony Hone 
B-HM 

Elephant Graveyard 
Erg Raiders (a) 
ErfMamDyuui 
Eye far m Eye 
Fuhliver (hi (a) 
flying Carpet 
flying Mea 
GhaihAa Ogrr 
Giant TorioMe (a) 
Guanhaa Beau 
Havran Ogres* (a) 

Hun jackal 
Ifh Biff Effect 
I ft land Ftth lauumuft 
I viand of Wak Wak 
Jankr't Ring 
jandur % Saddlebags 
Jeweled Bird 
Jihad 

Jumin IJrert 
Ju/am Drum 
Khabkl Ghoul 
King Suleiman 
KirdApr 

Library of Alexandria 
Magnetic Mountain 
Merc hant Ship 
Mctamephous 
Mijae Dpaa 
Moorish Cavalry <a) 

Mountain 
Nat ft Asp (a) 

Owb 

Old Man of (be Sea 
Oublietk (a) 

Piety <a> 

Pyraxmdv 

Repentant Blacksmith 
King .>1 Mi nit 
Kukh Egg ioi 
S andals of Abdallah 
Sandstorm 
Serendib Dunn 
Serendib Efreet 
Shahra/ad 
Smdhad 
Singing Ttee 
Sorvercftft Queen 
Stooe Throwing Dev iU 
Unstable Mutation 
War Elephant (a) 

Wy lull iVoll (a) 

Yu wen Efreet 


«4«c 

fcrw 

Price 

G 

U 2 

$38 00 

A 

U 2 

SMI) 

Bk 

U 2 

5< 00 

L 

U 2 

$34 00 

Bk 

CJ 

$1 00 

G 

U 2 

$29 00 

W 

U 3 

$4 00 

Bl 

C 3 

$1 00 

A 

U) 

$5 00 

Bl 

C 5 

y.m 

0 

C 4 

51 <■» 

Bl 

C 3 

$1 00 

Bk 

U 2 

$59 00 

Bk 

C 3 

$1 00 

R 

C 4 

$1 00 

G 

U 2 

$3300 

Bl 

U 2 

V4 (!) 

L 

U 2 

$44 00 

A 

U 2 

SAjOO 

A 

U2 

$6 00 

A 

U 3 

$4 00 

W 

U 2 

$45 00 

Bk 

U 2 

$8 00 

Bk 

U 2 $189 00 

Bk 

U 3 

$34 00 

W 

U 2 

$24 00 

R 

C 5 

$2 00 

L 

U 3 

$99 00 

R 

U 3 

$5 IX) 

Bl 

U 3 

$8 00 

G 

C 4 

$1 00 

R 

U 2 

$8 00 

W 

C 4 

$2 00 

N 

C l 

$11 00 

G 

C 3 

$1 00 

L 

U 4 

$4 00 

Bl 

U 2 

$34 on 

Bk 

C 2 

$300 

W 

C 3 

$1 00 

A 

U 2 

$1900 

W 

U 2 

$6 00 

A 

U 2 

$ 34 (X) 

K 

C 3 

$1700 

A 

U 3 

$700 

0 

C 4 

$1 00 

Rl 

U 2 

$29 00 

Bl 

U 2 

$29 (X) 

W 

U 2 

$24 CM) 

Bl 

U 3 

$5 00 

G 

U 2 

$56 (XI 

Bk 

U 3 

$1100 

Bk 

C 3 

$4 00 

Bl 

C 5 

$1 (X) 

W 

C 3 

$2 00 

G 

C 4 

$5.00 

K 

U 2 

$1400 


Argivtan Archeologist W 

Argtvian Blackftmith W 

Armagcdd* Clock A 

Afthnnd't Altar A 

Afthnod v Bank Gear A 

Afthnod v Transmigrant A 

Atog R 

Bn wi/c Tablet A 

Candelabra of lave nos A 

C'wck a Pnaoctioo Artifacts W 
('itanul Druid G 

Clock wart Avian A 

Colossus of Sardta A 

Coral Helm A 

Cursed Rack A 

Damping Field W 

Detonate R 

Dwarvcn Weapon smith R 

Energy Rax Bl 

Fcldoo't Cane A 

Gaea's Avenger G 

Gate of Riyrexia Bk 

GuMin Artisans R 

Golgothun Sylex A 

Haunting Wind Bk 

Hurkyl't Recall Bl 

Ivory Tower a 

Jalum Tome A 

Martyrs of Karim W 

Miehistone A 

Milkhoc A 

Mishra s Factory, autumn L 

Mishra * Factory, spring I. 

Mishra'ft Factory, summer L 

Mishra'% Factory, w inter L 

Mishra s War Machine A 

Mivhra's Workshop L 

Obelisk of Undoing A 

Onulet a 

Power Artifact Bl 

Powerteech G 

Pnmal Clay a 

Rack, The A 


Ul $3700 
C 4 $2.00 

U 2 $3 00 

U 2 $3 00 

U 2 $3 00 

U 3 S 3 00 
C 4 $100 

U I $5 00 
U I $44 00 
U 3 $5 00 

U 3 $3 00 

U 1 $800 

U I $12 00 
U 1 $3 00 

C I $3 00 
U 3 $2 00 

U 3 $3 00 

U 3 $2 00 

U 3 $2 00 

C 1 $600 

U I $14 00 
U 3 $5 00 

U 3 $2 00 

U 1 $8.00 

U 3 $4 00 

Ul $3 00 
U 3 $600 

U 2 $5.00 

U 3 $4 00 

U 3 $400 

U 3 $9 00 

U 1 $1900 
Cl $9 00 
U 1 $1900 
Ul $22 00 
U 1 $4.00 

L) 1 $31 00 
U 1 $7.00 

U 3 $2 00 

U 3 $4.00 

U 3 $4.00 

U 3 $3.00 

U 3 $3.00 


ANTIQUITIES CARD UST (cont) 


C ard Title 


Rocket launcher 

Shapeshifter 

Shatters!.*™ 

Strip Mine. > w » « . 
Strip Mine, i 
Strip Mine. — s « s— 
Strip Mine. mUmr 
S u-Chi 

Taw mm's Coflin 
Tiwmm'ft Wand 
Taw fHM ft Weapuory 
Tetravus 
1 llama‘ft Song 
Transmute Artifact 
Tnskelion 
Urza'ft Avenger 
Una's Miter 
Wall of Spears 
Weak stone 
Xcmc Poltcrgeiu 
Yawgmoth lirmon 


LEGENDS CARD LIST 

Booster Pack 
Booster Box 
Complete Set 
Kalian Legends Pack 
Kalian Box 
Commons not listed 


Card Title 


olor 

R-tv 

Prire 

A 

U 3 

$600 

A 

U 1 

$500 

K 

U 1 

$500 

L 

U 1 

$1800 

L 

U 1 

$700 

L 

C 1 

$1800 

L 

U 1 

$1800 

A 

U 3 

$8 00 

A 

U 1 

$2200 

A 

U 3 

$300 

A 

U 3 

SB 

A 

U 1 

$700 

G 

U 3 

$400 

Bl 

U 3 

$200 

A 

U 1 

$500 

A 

U 1 

$600 

A 

U 1 

$600 

A 

U 3 

$2.00 

A 

U 3 

Si 

Bk 

U 3 

5 >. 

Bk 

U 1 

$600 


ANTIQUITIES CARD LIST 

Booster Pack 

$16.95 

Booster Box 

$879.00 

Complete Set 

$289.00 

Commons Not Listed 

$1.00 ea 

Card Tide Coiar 

Rarity Price 


Abomt nation 
Abyss. The 
Acid Rain 
Adun (iakensfucld 
Adventurers’ Guildhutuc 
Akmn legionnaire 
Al ahara s Carpet 
Akhor'% Tomb 
All Hallow's Eve 
Angel K- Voices 
Angus Maskrn/ie 
Anti Magic Aunt 
Arhntin 

Arcades Sahboth 
Arena of the Ancients 
Avoid l ate 
Axelrod Gunnanon 
Ayesha Tanaka 
A rure Drake 
Backdraft 
Backfire 

Bark tooth War he aril 
Bartel R uncase 
Beasts of Bogardan 
Black Mana Battery 
Blight 
Blood l-ust 
Blue Mana Battery 
Bam Dcvilbnon 
Bnnc Flax 
Bron/e fiorve 
Camon Ants 
Cathedral of Son 
Caverns of Despair 
Chain Lig^‘ 


Bk 
Bk 
Bl 
M 
L 
w 

A 
A 
Bk 
W 
M 
Bl 
G 
M 
A 
G 
M 
M 
Bl 
R 
Bl 
M 
M 
R 
A 
Bk 
R 
A 
M 
Bl 
A 
Bk 
L 
R 

ightmng R 

Chains Of Mcphisiophcle* Bk 

Chromium M 

Cleanse W 

Cocoon G 

Caocordant Crossroads G 

Cosmic Honor Bk 

Craw Giant G 

Crevasse R 

( nmson Kubold* R 

Cnmvnn Mandcore R 

Cn* 4. shank Koboids R 

Dakk.xi HUkWade M 

Darkness Bk 

Deadfall G 

Demonic Tonncnt Bk 

Disharmony R 

Divine Intervention W 

Drvtne Transformation W 

Dream Coal Bl 

Dwarvcn Song 
Elder l juid Wur 
Elder Spawn Bl 

Elven Riders G 

Iquinnx W 

Eternal Warrior R 

Eureka G 

Evil Eye of Orim Bv-Gare Bk 
Fallen Angel Bk 

Falling Star R 

Field of Dreams Bl 

Firestorm Phoenix R 

Floral Spu//cm G 

Foretht night Amulet A 

Fortified Area W 

Frost Giant R 

Gabriel Angelfire M 

Gauntlets erf Chaos A 

GosU Iiirk M 

Gravity Sphere R 

Great I>cfcndcT W 

Great Wall W 


Aurm 


www.iguana$*cbc.com • cards@iguanas-cbc.com • 1-888-844-8262 


$300 
$5900 
$14 00 
$1400 
$3.00 
$900 
$9 00 
$900 
$44 00 
$900 
$15 a> 
$ 2.00 
$5.00 
$1600 
$600 
$2.00 
$900 
$7.00 
$3.00 
$3.00 
$3 DO 
$400 
$14 00 
$300 
$400 
$3jOO 
$600 
$4.00 
$1400 
$4 00 
$6.00 
$1000 
$400 
$900 
$4 011 
$2700 
$1400 
$1700 
$300 
$1100 
$700 
$500 
$300 
$200 
$800 
$200 
$1600 
$200 
$200 
$300 
$700 
$1200 
$1100 
$400 
$300 
$800 
$800 
$900 
$300 
$300 
$3400 
$4 00 
$400 
$1100 
$1400 
$2900 
$300 
$1100 
$300 
$300 
$900 
$800 
$1100 
$1900 
$300 
$300 


PRICES SUBJECT TO CHANGE 
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IGUANA'S MAGIC CATALOG • ORDER NOW CALI 88S-8-KSUANA 


LEGENDS CARD UST (coot) 


(ardTltk 


< «4or K«t) Price 


Grafter Realm (4 Pmcrvatum W 


Omti 
Grew Man* Batter) 
(imcoJNn Di Cara 
Halftime 


Heaves t Gate 
Hell *Caretaker 


g Crturnenen 
Mrpenaa Blacksmith 
kLewm Drwd 

liTtheEye of Cham 
Infernal Medusa 
Infinite Ambunty 
Invoke Prejudice 
Ivory Guardum 
Jaujaes le Vert 
Jauntne Boreal 

kite Opera 

Jemrd of ike Ckmed Rtf 


Jovial F.vxl 
Juxtapose 

Karim 
Kaum* the Low Wolf M 

Kci Takihaahi M 

Killer Ben G 

Kismet _ W 

Ki 

Kobdd 


now ledge Vault 
ubuM Drill Sergeant 
Overlord 


KobnU Taskmaster 
Knhuidt of Kher Keep 
Kry Shield 

UdjrQUi _ 

Lady Evanfeia 


A 

K 

K 

k 

K 

A 

M 

M 


I ady of the Mountain. The M 


I -ady Orca 
I-and I lAJilibrium 
land Tax 
I and \ Ed|C 
IxMer Werewolf 
Ufc Ouvd 
Ufc Malm 
I jfeblual 
Uvmg Plane 
Gwnva Silane 
l-nrd Magnus 
Mana Drain 
Maru Matrix 
Marble Pnett 
Marhault I Jsdiagon 
Matter of the Hunt 
Mirror Imverse 

M3d Demon 
M. «iinuin Stronghold 
“-ii Yen 


Sether Vad 
SicoIBoUa 
S*cth Star 
MovaPemacie 
Palladu Mon 
Pari Water 
»*avd Maliki 


Petra Sphmt 
PuicQwea 
Planar Gale 
Pradevh Gypuea 
Prweace cif the Matter 
Primordial Owe 


PttoaK Entity 
Ma tte* 

(Auruen Trench Gaucncx 
Rated \koohai 

RadpnSpw 
Raciur 

DePietro 


Rapid Fat 


rath, benerter 

Rchmh 

Recall 

Red Mana Battery 


Relic Barrier 
Relic Bind 


React 
Revelation 


Rightomn Avenger* 
R*»f of lmrmrtalc 
Riven Turnbull 
Rnh*ahh of Kher Keep 


Scfovian Leviathan 
Sentinel 

SfH** Generator 
Shield Wall 


M 

HI 

W 

K 

Bk 

A 

A 

VS 

G 

M 

M 

B1 

A 

A 

M 

G 

A 

W 

Bk 

L 

R 

M 

Bk 

M 

A 

A 

VI 

Bl 

M 

N 

W 

G 

A 

G 

W 

R 

M 

Bl 

Bl 

Bk 

R 

G 

G 

M 

M 

M 

W 

M 

R 

G 

Bl 

A 

G 

A 

Bl 

W 

Bl 

G 

Bl 

W 

A 

M 

M 

M 

L 

N 

W 

B) 

A 

A 

W 


Willi 
$9.00 
$4.00 
$19.00 
$I3<X) 
$5.00 
$1400 
$5 OO 
$14 00 
$1900 
$4 CM) 
$4 00 
$4 00 
$3.00 
$300 
$9 00 
$9(10 
$600 
$1300 
$1600 
$3.00 
$11 oo 

$4 00 
$400 
$4.0 
$900 
$14 00 
$6 00 
$500 
$4 00 
$8 00 
$1000 
$3 00 
$1100 
u snoo 

R $1900 
U $11 OO 
$2 00 
$3 00 

$n no 
$i i oo 
$4 00 
$4 00 
$1500 
$1200 
$11 00 
$600 
$4 00 
$9 (Ml 
$16 00 
$1800 
$11 00 
$4.00 
$39 00 
$9 00 
$3 00 
$300 
$22 00 
$89 00 
$64 00 
$9 (X) 

$3.00 
$300 
$8 00 
$47 (X) 
$17 (Ml 
$14 (KI 
$17 00 
$14 (X) 
$3.00 
$3.00 
$6 (X) 
$8 00 
$9.00 
$16 (X) 
$3.00 
$500 
$3 00 
$4(X) 
$8 00 
$wx> 
$300 
$9 00 
$3 00 
$3 (X) 
$1200 
$300 
$15 00 
$8 00 
$13 00 
$4 00 
$7 00 
$9 00 
$4 00 
s> (X) 

MOO 
$4 00 
$2.00 
$4 00 
$5 00 
$12 00 
$4 00 
$1400 
$4 00 
$13 00 
$12.00 
$3 00 
$'<x> 
$ux) 

$3 (X) 
$7 00 
$9 Of) 
$200 


LEGENDS CARD UST (cont) 


THE DARK CARD LIST 

Booster Pack $6.95 

Booster Box $349.00 

Complete Set $129.00 

Commons Not Listed $1.00 ea 


Card Title 


A nine m a 
Angry Mob 
Apprentice Wizard 
Ball lightning 
Banshee 
Bail's Cage 
Blood Moon 
Bkwd of the ManyT 
Btwc Flute 
Boot of Rave 
Brothers of Fire 
Cave People 
of Snadovt 


Ctty of S 


Coni ( 

Curve Artifact 

Dance of Many 

Dart Sphere 

Diabolic Machine 

Hater of the Dead 

Electric Eel 

Elves of Deep Shadow 

Eternal Flame 

Exarvttt 

Fallen. The 

Fatting 

Fellwar s Slone 
Fire and Bnmttone 
Fire Drake 
Flood 

FouaUin of Youth 
Frankenstein'% Monttcr 
Ciublin Wizard 
Grave Robbers 
Hidden Path 
Inferno 

Knights of Thorn 
leviathan 
Living Armor 
Lurlcr 
Mana Clash 
Mana Vortex 
Martyr'v Cry 


bl 

w 

Bl 

R 

Bk 

A 

R 

W 

A 

A 

R 

R 

L 

w 

A 

Bk 

Bl 

A 

A 

Bk 

Bl 

G 

R 

W 

Bk 

W 

A 

W 

R 

G 

A 

Bk 

R 

Bk 

G 

R 

W 

Bl 

A 

G 

R 


U 2 
U 2 
U 1 
U 1 
U 2 
U 1 
U I 
U 2 
U 2 
U 2 
U 2 
U 2 
U I 
U 1 
U 2 
U 2 
U I 
U 2 
U 2 
U 2 
U 2 
U 2 
U 1 
U 1 
U 2 
U 2 
U 2 
U2 
U 2 
U 2 
U 2 
U 1 
U 1 
U 1 
U 1 
U 1 
U I 
U 1 
U2 
IJ I 
U I 
U 1 
U 1 


$500 
$2 00 
$200 
$14 (X) 
$2 00 
$200 
$600 
$200 
$200 
$200 
H 
$200 
$4 00 
$400 

sin 
$200 
$4 00 
$2 00 
$200 
$200 
$2 00 
$5 00 
$3.00 
$5 00 
$200 
$200 
$3 00 
$2 00 
$200 
$300 
$200 
$1000 
$7 00 
$5 00 
$8 00 
$4 00 
$600 
$7.00 
$100 
$5 00 
$500 
$5 00 
$5 00 


TOE DARK CARD LIST (cont) 


C ard Title 

Color 


Price 

Shuman Night Stalker 

Bk 

U 

$300 

Silhouette 

Bl 

U 

$3 00 

Sir Shandlar of FJeryn 

M 

U 

S' 

Sivitn Scarzam 

M 

u 

$100 

Sol’kanar the Swamp King 

M 

R 

$15 a> 

Spec tral (Toak 

Bl 

u 

$7 00 

Sptnal Villain 

R 

K 

$13 00 

Spin! 1 ink 

W' 

U 

$6 00 

Spuitual Sanctuary 

W 

R 

$9 (X) 

Staitgg 

M 

R 

$1000 

Storm Seeker 

G 

U 

$500 

Storm World 

R 

R 

$1200 

Sunattian 1 akoner 

M 

U 

$300 

Sword of the Ages 

A 

R 

$27 00 

Sylvan luhrarv 

G 

U 

$7 00 

Sylvan Paradise 

G 

U 

$300 

Syphon Saul Bk 

TanerMcfc at l Vrahrfl VUe. n. L 

C 

R 

$200 

$3200 

Ijcklemaggta 

Bk 

U 

$300 

Telekinesis 

Bl 

R 

$800 

Tdepiwt 

Bl 

K 


Tempest Efrcet 

R 

K 

$7(1) 

Tetsuo Umezawa 

M 

R 

$1700 

Thunder Spirit 

W 

R 

• 

Time Elcmcnul 

Bl 

s 

$1200 

Tobias Andrian 

M 

u 

$300 

Toiaru 

L 

u 

S' (Rl 

Tor Wauki 

M 

u 

$300 

Torsten Vxi Ursus 

M 

u 

$'<*> 

Touch of Darkness 

Bk 

u 

$300 

Truss*. Egg 

Tukmr Deadstock 

A 

R 

$600 

M 

R 

$1100 

Tvnhoon 

Undertow 

G 

Bl 

R 

U 

$900 
$3 00 

Underwxcid Dreams 

Bk 

U 

$29 00 

Unholy Citadel 

L 

U 

$300 

Untamed W ilds 

G 

U 

SKI) 

Ur-Drago 

M 

R 

$1200 

Urtwrg 

L 

U 

$500 

Vacs k i i\ Asmadi 

M 

R 

$1300 

Visions 

W 

U 

$200 

Vt anion Doll 

A 

R 

$ki«> 

Wall of Dusi 

R 

U 

SjOO 

Wall of 1 ight 

W 

U 

$300 

Wall of Opposition 

R 

k 

MAO 

Wall of Ihitrid Flesh 

Bk 

u 

SAO 

Wall of Tombstones 

Bk 

u 

$3 00 

Wall of Wonder 

Bl 

u 

$300 

Whirling Dervish 

While Mana Battery 

G 

u 

$600 

A 

u 

$4 00 

Willow Satyr 

Winds..! (lunge 

0 

k 

$1400 

R 

u 

$4 00 

Wmlrr Blast 

G 

K 

$11 00 

Wood Elemental 

0 

K 

$9 00 

W retched. The 

Bk 

■ 

$1800 

Xira Ancn 

M 

K 

$900 


C ard Title 

Color 

Rarity 

Price 

Maze of Ith 

L 

C 1 

$13.00 

Merfnlk Assassin 

Bl 

U 2 

$5.00 

Mind Bomb 

Bl 

U 1 

$4.00 

Nameless Race 

Bk 

U 1 

V».(X> 

Necropolis 

Null Silvain 

A 

U 2 

$2.<X> 

G 

U 1 

$6.00 

Ore General 

R 

U2 

$3.00 

IVoplc of the Woods 

G 

U 2 

S5.IX) 

Preacher 

W 

U 1 

$10.00 

Psychic Allergy 

Bl 

U 1 

$5.00 

Rag Man 

Reflecting Mime 

Bk 

A 

U 1 
U 2 

$200 

Runes word 

A 

U 2 

$2.00 

Safe Haven 

L 

U 1 

$4.1*1 

Scarecrow 

A 

U 2 

$2.lX) 

Scarwnod Bandits 

G 

U 1 

$6.00 

Starwood Hag 

Season of the Witch 

G 

U 2 

$2.00 

Bk 

U 1 

$6 00 

Sitters of the Flame 

R 

U 2 

$2.00 

Skull of Orm 

A 

U 2 

$6.00 

Sorrow's Path 

L 

U 1 

$5.00 

Spitting Slug 

G 

U 2 

$2.00 

Standing Stones 

A 

U 2 

$2.00 

Stone ( alendar 

A 

U 1 

$10.00 

Tangle Kelp 

Tivadar's Crusade 

Bl 

U 2 

$2IXJ 

W 

U 2 

$2.00 

Tnrmod's Crypt 

A 

U 2 

S2 00 

Tower of Courall 

A 

U 2 

$2.00 

Tracker 

G 

U 1 

$8.00 

Uncle Ittvan 

Bk 

U 2 

$2 00 

Wand of Ith 

A 

U 2 

$3.00 

W ar Barge 

A 

U 2 

$5.00 

WhippoxewiH 

Witch Hunter 

G 

W 

U 2 
U 1 

S3.1X) 

Wieim of the Eatth 

Bk 

U 1 

$5.00 

Wormwood Trrrlolk 

G 

U 1 

$5.00 


Color Karts Frier 


FALLEN EMPIRE CARD UST (cont) 

Card Title 

Color 


Price 

Tourach’s Gate 

Bk 

U 1 

$200 

Vodalian Knights 

Bl 

U 1 

$3 00 

Ytxialian Wax Machine 

Bl 

U 1 


Zdyon Sword 

A 

U 1 

$200 

CHRONICLES CARD LIST 



Booster Pack 



$2.45 

Booster Box 


$74.95 

Complete Set 


$79.95 

Commons not listed 


$.50 ea 

Card Title 

Color 

Karts 

Price 



www.iguanas-cbc.com 


ECT TO CHANGE 


ADVERTISEMENT 


FALLEN EMPIRES CARD LIST 

Booster Pack $1.00 

Booster Box $46.95 

Complete Set $59.95 

Commons Not Listed $.50 ea 

( ard Title 

Color 

Karts 

Price 

Aeolipilc 

A 

U 1 

$4.00 

Balm of Restoration 

A 

U 1 

$2.00 

Bottomless Vault 

L 

U 1 

$5.00 

Breeding Iht 

Conch Hkm 

Bk 

A 

U 3 
U 1 

$3.00 

$2.00 

Ikxp Spawn 

Bl 

U 3 

SI .00 

Dcliis Cube 

A 

U 1 

$2.00 

Derekx 

Bk 

U 1 

$4.00 

IXaconian Cylu 

A 

U 1 

$2.00 

Dwarven Armorer 

R 

U 1 

$2.00 

iTwarv cn Catapuh 

R 

U 3 

$1.00 

Dwarven Hold 

L 

U 1 

$5.<X) 

Dwarven Lieutenant 

R 

U 3 

$1.00 

Dwarven Ruins 

L 

U 2 

$2.00 

Ebon Praetor 

Bk 

U 1 

$3.00 

Ebon StmnghokJ 

L 

U 2 

$2.00 

IJven Lyre 

A 

U 1 

$2.00 

Elvish Fanner 

Ci 

U 1 

$4.00 

Farrri'v Mantle 

W 

U 3 

$1.(X> 

Fanclitc Priest 

W' 

U 3 

$1.00 

Feral Ihallid 

G 

U 3 

$1.(X> 

Fungal Bloom 

Ci 

V 1 

$4.00 

< loblin llotilla 

R 

U 1 

$3.00 

Goblin Kites 

K 

U 3 

81,00 

Goblin Warrem 

R 

U 1 

$5.00 

Hand of Justice 

W 

U 1 

$5.00 

Haven wood Baulcground 

L 

U 2 

$2.00 

Hcnnsm 

W 

U 3 

si no 

Hollow Trees 

N 

U 1 

$5.00 

Honiara! Shaman 

Bl 

U 1 

si.cw 

Homand Spawning Bed 

B! 

U 3 

$1.00 

Icatian Lieutenant 

W 

U 1 

$3.00 

Icalian Phalanx 

W 

U 3 

$1 00 

kalian Pnett 

W 

U 3 

$1.00 

Icatian Skirmishes 

W' 

U 1 

$3.00 

kalian Score 

L 

U 1 

$5.00 

kalian Town 

W 

U 1 

$3.00 

Implements of Sacrifice 

A 

U 1 

$2 00 

Orvivh Captain 

R 

U 3 

$1.00 

Raufing Party 

R 

R 

U I 

U 3 

$3.00 

$1.00 

RamNm Vale 

L 

U 1 

$4.00 

Ring of Renewal 

A 

U 1 

$2.00 

River Merfoft 

Bl 

U 1 

S n 

Ruins of Trukatr 

L 

1)2 

$2 00 

Sand Silos 

L 

U 1 

$5.00 

Scasingcr 

Bl 

U 3 

$2(» 

Soul Exchange 

Bk 

U 3 

$1.00 

Spent Shield 

A 

U I 

$300 

Spore Flower 

G 

U 3 

$1.00 

Sv yclunttc Pnett 

Bl 

U 3 

$100 

Svyelumte lemplc 

L 

U 2 

$2 00 

Thidlid Devnurcr 

G 

U 3 

$100 

The Ion's Chant 

G 

U 3 

$1 00 

Thelco's Curse 

G 

U 1 

$3 00 

Thekxute Druid 

G 

U 3 

$100 

Thelonite Monk 

G 

U 1 

$3.00 

Thmll Champion 

Bk 

U 1 

$4 00 

Thrull Retainer 

Bk 

U 3 

$1.00 

Thntll W izard 

Bk 

U 3 

$1 00 

Tidal Influence 

Bl 

U 3 

$1.00 

Tourachs Chant 

Bk 

U 3 

$100 

janas-cbc.com 

• 1 

1-888 


Abu Jd'fai 
Akmo Legionnaire 
Aladdin 

Angelic Voices 
Arcades Sabbnth 
Arena of the Ancients 
Axelrod Gunnarv*) 

Aycsha Tanaka 
Azure Drake 
Banshee 
Bari's Cane 
Beasts of Bogardan 
Blood Moon 
Blood of the Martyr 
Book of Racs 
Bronze Horse 
Chrotmum 
City of Brass 
Cocoon 

Concordant Crossroads 
Craw Giant 

Cyclone 

l)akk<« Blackhiadc 
Dance of Mans 
Enchantment Alteration 
Erhfum I )jinn 
Fallen Angel 
Fdon's Cane 
Fire Drake 
Gabnel Angclfire 
Gauntlets of Chaos 
GoNm Artisans 
Hell’s Caretaker 
Horn of Deafening 
Ivory Guardians 
Jaluin Tome 
jeweled Bird 
Johan 
Juxtapose 
KeiTakahashi 
land's Edge 
Marhault Elsdragon 
Nebuchadnezzar 
Nicol Bolas 
Obelisk of Undoing 
Palladia Mors 

S hinx 
ml Ooze 
Matter 
Rabid Wombat 
Rakalitc 
Recall 
Revelation 
Kubmu SouJsinger 
Safe Haven 
Scntinrl 

Serpent CJcnerator 
Shield Wall 
Shuman Night Stalker 
Sivitn Scar/am 
Sol'kanar the Swamp King M 
Stung 

Storm Seeker 
Takklemaggot 
Teleport 
Fallen. The 
Wretched. The 
Tubus Andnon 
Tor W auk i 
Truss* Egg 
Urza's Mine 
Urza's Mine 
Urza's Mine 
Urza's Mine 
Urza's Ptiwer Main 
Urza's Power Plant 
Urza's Power Plant 
Urza's Power Plant 
Urza's Tower 
Urza's Tower 
Urza's Tower 
Urza's Tower 
Vacwctis Asmadi 
Voodoo IXdl 
Wall of Opposition 
Wall of Wonder 
Witch Hunter 
Xva Ancn 
Yawgmolh Dermai 


- 844-8262 


ui um 
U 3 $2 (» 




























IGUANAS MAGIC CATALOG • ORDER NOW CALL 888-8-IGUANA 


PROMOTIONAL CARDS 


ICE AGE CARD LIST (cont) 


ICE AGE CARD LIST (cont) 


Card TUlr 

Color 

Rarity IVkr 

Arena 

L 

$4 00 

Giant Badger 

G 

$0.00 

ManaCrvpt SALE!!! 
Nalathni Drag, hi 

R 

R 

$9 00 

$6 (Ml 

Sewers of Fatark 

Bk 

SI .00 

Windseckcr ('entaur 

R 

$6.00 

ICE AGE CARD UST 



Starter Deck 


$8.95 

Starter Box 


$57.95 

Booster Pack 


$2.95 

Booster Box 


$59.95 

Complete Set 


$129.00 

Commons Not Listed 


$.50 ea 

Card Title 

Color 

Katv Price 


Card Titlr 


(nlitr IbHh Prkt 


Abyssal Specter 
\ilorloj Sentinel 
Adartu 

Aegis of the Meek 
Aggression 
Altar ol Bine 
Amulet of Qum 
Anarchy 
Arvuni % Sleigh 
Aicum’t Wo a thcrv an c 
Arcum'v Whittle 
Ashen Ghoul 
Avalanche 
Baidu vian Conjurer 
Balduvian Hydra 
Baton of Morale 
Battle Cry 
Binding Graqi 
Black Scarab 
Blinking Spurt 
Hli/zaru 
Blue Scarab 
Brand erf III Omen 
Breath trf Dreams 
Brush land 
Call to Arm* 

Caribou Ranee 
Celestial Sword 
Centaur Archer 
Chaos Uni 
(W Mon 
(lwnmatK Armor 
Cold Snap 
Conquer 
Crown the An 
Curse of Manl I 
(We of the ( 
Deflection 

OemceiK ( .«milut*oa 

iVsnntk Scepter 
Diabolic Viuoa 
Dread Wight 
Dreamsclthe Dead 
Drift of the Dead 
Drought 

Duarven Armory 
Farthlu»k 
Hdcr Druid 
UcmentaJ Augury 
Nk.n Beetle 
I ndurinr Renewal 
Fnergy Ninon 
Eaarnce Vortex 
Fanatical Fever 
Bery Justs c 
B rc Covenant 
flame Spirit 
Flooded WudUikb 
How of Maggies 
Fiwtwddrn Dec 
Force Vksd 
hvgsetcn leer 
Remataei 
frry alive Supptsant 
frryalise s (harm 
ftryalise s Winds 


e Aees 
ml I age 
r Dead 


Fyndhont B«w 
Fyndhorn Klder 
I visits*n Pollen 
(tame of Chaos 
(General Jarir Id 
Ghostly Flame 
Co ant Iran (Xior Spider 
Glacial Chasm 
Glacial Crevasse* 

Glac ial Wall 
Glaciers 
Goblin lyre 
Goblin Mutant 
Goblin Sanmin 
Gravebuid 
Green Scarab 
Halkmed Ground 
lUlls of Ml*! 
Hecatomb 
Hemal tie Talisman 
Hippanon 
Ike Spring* 

Hurncane 

Hyaloptenso l rmurc 
Hymn of Rebirth 
ke Cauldron 
Ice Floe 


Bk 

U 1 

$1.00 

A 

U 1 

$1 (X) 

L 

R 1 

S7(M> 

A 

R 1 

$2.(X) 

K 

U 1 

$1 00 

M 

R 1 

$2.00 

A 

K 1 

$2.00 

R 

U 1 

$1 DO 

A 

U 1 

$1.00 

A 

U 1 

$1.00 

A 

U 1 

$1.00 

Hk 

U 1 

$1 (X> 

R 

U 1 


Bl 

V 1 

$1 DO 

R 

R 1 

$.1.00 

A 

U 1 

M 00 

W 

U 1 

$1 (X) 

Bl 

U 1 

$1.00 

If 

U 1 

SI IK) 

W 

k l 

$6DO 

G 

R 1 

S.l.(X) 

W 

U I 

S1 1)0 

R 

R 1 

$2.00 

Bl 

U 1 

$I.(X> 

L 

R 1 

$7 (X) 

W 

R 1 

S2.(X) 

w 

R 1 

V4.(X) 

A 

R 1 

$3.00 

M 

U 1 

$1.(K> 

R 

R 1 

S 1.00 

R 

R 1 

$3.00 

M 

R 1 

$3-00 

W 

U 1 

$1 (X) 

R 

U 1 

$1 00 

A 

R 1 

$4D0 

R 

R I 

$3.00 

Bk 

U 1 

$1 00 

Bl 

R 1 

$6 00 

Rk 

V l 

$1 00 

A 

R 1 

$3.00 

M 

U 1 

$3.00 

Bk 

R 1 

$3.00 

Bl 

U 1 

$1.00 

Bk 

U 1 

$1.00 

W 

Ul 

$1.00 

R 

R 1 

$2.00 

M 

R 1 

$2 (X) 

G 

R 1 

$3.00 

M 

R 1 

S3 (X) 

A 

R 1 

$3.00 

W 

R 1 

$4.00 

W 

R 1 

$3.(X) 

M 

U 1 

$1.00 

G 

U 1 

$1 (X) 

M 

R 1 

$200 

M 

U 1 

SMX) 

R 

Ul 

$1 (X) 

M 

R 1 

$ 3.(X> 

Bk 

R 1 

$200 

G 

R 1 

pjQO 

bl 

Ul 

$1 .(X) 

G 

Ul 

$1 (X) 

W 

R 1 

$3.00 

G 

U 1 

SMX) 

G 

U 1 

$1 00 

G 

R 1 

$2.00 

M 

U 1 

SMX) 

A 

Ul 

SMX) 

G 

U 1 

Sl.no 

G 

R 1 

$2«M> 

R 

R 1 

S2.tX> 

W 

R 1 

$1.(X> 

M 

R 1 

s.i.ix) 

M 

Ul 

SMX) 

L 

U I 

SMX) 

R 

R 1 

$2.(X) 

Bl 

U 1 

$I.(X> 

M 

R 1 

$2.(X> 

A 

R 1 

$3.(x) 

R 

Ul 

SMX) 

R 

Ul 

SMX) 

Hk 

R 1 

$.3.(X) 

W 

U 1 

SMX) 

W 

Ul 

Sl.no 

L 

R 1 

$2.(X) 

Bk 

R 1 

S.3.1X) 

A 

U 1 

SMX) 

W 

U 1 

SMX) 

G 

R 1 

$3 (X) 

G 

U 1 

SMX) 

Bk 

U 1 

$1.00 

M 

U 1 

$1 (X) 

A 

R 1 

$.3.00 

L 

Ul 

$1.00 



icexiiuke 
k> Manipulate 
hv (Arson 

IlfussHiary Presence 
lliusionary Terrain 
I Husk his of Grandnir 
Infernal Darkness 
Infernal Denizen 
Infinite Hourglass 
Jester's Cap 
Jester s Mask 
Jeweled Amulet 
Johtull Wurm 
Jokulhaups 
Justice 

Karpluvin Forest 
Karptuvan Giant 
Karpiuvin Yeti 
Kjcfsi kean Elite Guard 
Kjeldoran Frwsrbeast 
Kjeldoran knirht 
kjeldoran Hulanx 
Kjeldoran Royal Guard 
K|cldoran Skycaptaiu 
knight of Stromg.ikl 
Krovikan FJemenlaltsl 
Krovtkan Vampue 
land Cap 

l .apis Lazuli Talisman 
I .ava Tubes 
leshrac's Rite 
leshrac’s Sigil 
Lhurgoyf 
l ightning Blow 
IJm-Dfifs Hex 
Lo«t Order of Jarkeki 
Lute 

Maddcning Wind 

Magus of the Unseen 

Malachite Talisman 

Mdrtun Stromeald 

Melee 

Melting 

Mercenaries 

Mencke Ri Bent 

Mesmeric Tiancc 

Mind Waip 

Mind Whip 

Minion of I-eshrac 

Minion of Icve\h S/at 

Mole Worms 

Monsoon 

Mountain Titan 

Mudslide 

Musician 

MyiUc Might 

Nacre Talisman 

Naked Singularity 

Nature's Dec 

Nccropotcace 

Oath of Lim-Dtf 

Onyx Talisman 

(hxrtvh Cannoneerv 

Orcish Healer 

Orcish Dhranan 

(XvrsJi Squatters 

Order of the Sacred Tiech 

Order of tlie W hite Shield 

Pale Bears 

Pentagram the Ages 
Phantasmal Mount 
Pit Trap 
Rdar Ktaken 
Pox 

Pygmy ADosauru* 
Pyroblast 
Pxroclasm 
Reality Twist 
Rev Lunation 
Red Sc arab 
Ritual of SuRkul 
River Delta 
Rimed Arch 
Sacred Boon 
Sea Spirit 
Scraoh 

Shield of the Ages 
Shyft ^ 

Sibilant Spini 
Silver Time 
Skeleton Ship 
Skull Catapult 
Sleight of Mind 

Snow Fortress 
Snow Hound 
Snow blind 
Soldevi Golem 
Soldo 1 Machinist 
Soldevi Simulacrum 
Soul Barrier 
Spectral Shield 
Spoil* of Hxil 
Spoils of War 
Staff of the Age* 
Stampede 
Stench of Evil 
Stone Spirit 
Storm Spirit 
Stonnbind 
StromgaJd Cabal 
Stunted Growth 
Sulfurous Springs 
Sunstone 

Swords to Plowshares 
Thcrmokarvt 


HI 

Bk 

A 

HI 

HI 

Bl 

Bl 

Bk 

Bk 

A 

A 

A 

A 

G 

R 

W 

L 

K 

R 

W 

M 

W 

w 

w 

w 

Bk 

Bk 

Bk 

L 

A 

L 

Bk 

Bk 

(» 

W 

Bk 

W 

G 

(i 

HI 

A 

K 

K 

R 

W 

M 

HI 

Hk 

Hk 

Hk 

Hk 

Hk 

M 

M 

R 

HI 

HI 

A 

A 

G 

Hk 

Hk 

A 

R 

K 

R 

R 

W 

W 

G 

A 

HI 

A 

HI 

Hk 

G 

R 

R 

HI 

M 

W 

G 

A 

W 

HI 

W 

A 

HI 

RI 

HI 

M 

A 

HI 

A 

W 

G 

A 

Bl 

A 

HI 

M 

Hk 

Hk 

A 

G 

Hk 

K 

M 

M 

Hk 

G 

L 

A 

W 

G 


SI 00 
$200 
$6 00 
suit 
$2 00 
$1 00 
%»(■) 
• 

S'... 

s' ... 
$1500 
$5 00 
$1 «) 
$1 (I) 
$got> 
$1 00 
$7 00 
$1 00 
$100 
$1 (X) 
$1 (X) 
V4 (X) 
$2 00 
$5 00 
$2 00 
$3 JO 
$1 IX) 
$2 (X) 
• 

$1 00 
$1(X> 
$1 00 
$1 00 
$xno 
$100 
$i oo 
$3.00 
$1 oo 

$1 (XJ 
$2 00 
$1 00 
$4 (X) 
$1 IX) 
$1 (Ml 
S2(X) 
$2 (XI 
$2 (X) 
$1 (X) 
$2 00 
$4 (X) 
$2 (X) 
$1 (X) 
$1 (X) 
$2 00 
N • ... 

s I ... 
$100 
$1 (X) 
$4(X> 
$1 (X) 
SX (Ml 
$1 (X) 
$1 00 
$1 00 
$l no 
Slot) 
$4 00 
$4 (X) 
$200 
$300 
$4 (X) 
$2 00 
$1 on 

$5 00 
$4 00 

■ 

$1 00 
$2 00 
$3 00 
$4 (X) 
$1 00 
$2 00 
Si... 
$2 00 
$1 00 
$1 00 
iidoo 

$i no 
$3 00 
$4 (X) 
SI 00 
$4 00 
SI CM) 
$2 00 
$3 00 
$1 00 
SV00 
$3 00 
$1 00 
$1 00 
$1 00 
$1 (X) 
$3 (X) 

V ' 

5 1 (Ml 
$5 (XI 
$1 (X) 
$5 (X) 

f&oo 

$5 00 
$4 (X) 
$4 00 
$7 (XI 
$1 (X) 
$2 (XI 
$2 CM) 


Thmight leech 
Thunder Wall 
Timber!me Ridge 
Time B*wnb 
total War 
Touch of Vitae 
TrailMam 
l ndfnrround River 
l jvtrjM 
Ur/a » Bauble 
Vekh 

Venormus Breath 
Vertigo 

Vesing Arvams 
Vibrating Sphere 
Walking Wall 
Wall of I ava 
Wall of Pine Neeslle* 
Wall of Shields 
War (lunof 
W haleNnr Glider 
While Scarab 
Whites hk 
W lltlgo 
Wind Spun 
Wings irf Aesthir 
Winter* (hill 
Withering Wisps 
W.wd o( Blasting 
Wrath of Marit Cage 
Yavimava Gnats 
/ur’s Weirding 
/urmn Orb 


G 

Bl 

A 

R 

G 

G 

L 

Bl 

A 

L 

G 

R 

A 

A 

A 

R 

G 

A 

A 

A 

W 

G 

G 

Bl 

M 

Bl 

Bk 

R 

Bl 

G 

Bl 

A 


U I 
U I 
R I 
K I 
R I 
U I 
R I 
K I 
U I 
U I 
K I 
U I 
U I 
R I 
R I 
U I 
U I 
U I 
U I 
U I 
U I 
U I 
U I 
R I 
U I 
U I 
K I 
U I 
U I 
K I 
U I 
R I 
U ! 


$1 00 
$1 00 
$300 
$4 00 
$3 00 
$1 00 
$2 00 
$7 00 
$1 (X) 
$1 CM) 

VtIMI 
$1 00 
$i no 

$5 00 
$300 
$1 00 
$1 00 
$1 00 
$1 00 
$1 00 
$1 00 
$1.00 
$1 00 
Mill 
$1 00 
$1 00 
$2 00 
$i on 
$1 oo 
$100 
$1 00 
SMX) 
$3 00 


ALLIANCES CARD LIST 

Booster Pack 
Booster Box 
Complete Set 
Commons Not Listed 


Card litle 


Col 


Abbey Gargoyles 
/l.thcr Slnrrn 
An Haw a Constable 
An Haw a Inn 
An ilawa Township 
An Zcmn Ruins 
Anaha Ancestor 
Aruba Spini ( rafter 
Apivalyme (Tnme 
Autumn Willow 
Ay sen Abbey 
Ay sen Crusader 
As sen Highway 
Haki's Curve 
Baron Sengir 
Beast Walker* 

Black Carnage 
Broken Visage 
(’astlc Sengir 
Chain Stasis 
Daughter id Autumn 
Death Sneakers 
Ihdgcmlno 
Drudge Snell 
Dwmtnhay 
Dwarves Sea (Tan 
Eron the Relentless 
Evaporate 
Faene Ncdrfe 
Fern/'* Ban 
Forget 

(ihosi Ikuds 

Giant Oyster 
Grandmother Sengir 
Hazduhr the Abbot 
Heart Wolf 
Ihvan's Shade 
Inni Sengir 
Irons law ('une 
Joven’s Tools 
koskun T alls 
Ktvskun Keep 
1 eeches 

Mammoth Hamels 
Maryhan 
Mystic Decree 
Narwhal 
Orcish Mine 
Primal Order 
Rashka the Slayer 
Retribution 

Rcveka. W izard Savant 

Root Spider 

Rood 

Rysorun Badger 
Sea Some 
Sea Troll 
Sengir Autocrat 
Scrra Avtary 
Serra Inquisitors 
Serrated Arrow s 
Soraya the f alconer 
Spectral Bears 
nmmenan Fiends 
Truce 

Veldrane of Sengir 
Wall of Kelp 
Willow l*nestcss 
Winter Skv 
Wizards’ School 


W 

HI 

i . 

G 

R 

1 

R 

A 

G 

L 

W 

w 

HI 

R 

W 

Hk 

Bk 

L 

HI 

G 

W 

A 

Hk 

R 

R 

R 

R 

G 

A 

Bl 

Bk 

Bl 

Bk 

W 

R 

Bk 

Bk 

R 

A 

Bk 

L 

W 

G 

Bl 

RI 

RI 

R 

G 

W 

R 

RI 

G 

<• 

G 

Bl 

Bl 

Bk 

W 

W 

w 

a 

Bk 

W' 

Bk 

Bl 

G 

R 

L 
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U 3 
U 3 
U l 
U 3 
U 3 
U I 
U I 
U 1 
U I 
U 1 
U 3 
U 1 
U I 
U 1 
U I 
U 1 
U 1 
U I 
U 3 
U I 
U 1 
U 3 
U I 
U 3 
U I 
U I 
U3 
U 3 
U I 
U I 
U I 
U 3 
U 3 
U I 
U I 
U I 
U 3 
U 3 
U I 
U 3 
U I 
U 3 
U I 
U I 
U I 
U I 
U I 
U3 
U I 
U 3 
U 3 
U I 
U3 
U 3 
U 1 
U3 
U 3 
U I 
U I 
U 3 
C 
U I 
U3 
U I 
U I 
U I 
U I 
U I 
U I 
U 3 


I 00 
I tX) 
$3.00 
$1 (K) 
$1 (X) 
$2 (X) 
$2 (X) 
$2 (X) 
$2 (Hi 
$7 (X) 
$1 (X) 
$2 00 
$200 

V 00 
$4 00 
$2(K) 
$!(X) 
$4 (X) 
$1 (M) 
$2 (X) 
$1 (X) 
$1.00 
$5 00 
$1 (X) 
$200 
$2 (X) 
$2 00 
$1 00 
V4 (X) 
$200 
$2 00 
$1 00 
$1 (» 
$7 00 
$200 
$ 1 00 

V v( i 
$100 
$2 00 
$1 00 
$2.00 
$1 00 
$200 
$300 
$3 00 
$ 1 (X) 
$100 
$2 00 
$5 (X) 
$1 00 
$1 00 
$100 
$1 00 
$t.oo 
$3 00 
$ 1.00 
$1 00 
$5 (X) 
$100 
$1.00 
$2 (X) 
$ 4 CM) 
$1 (X) 
$2.(X) 
$2 (X) 
$4.(X) 
$2.(X) 
$. 1.00 
$200 
$1 (X) 


HOMELANDS CARD LIST 


Booster Pack 

$1.00 

Booster Box 

$49.95 

Complete Set 

$69.00 

Commons not listed 

$.50 ea 

Card Title Color Rarity Price 


Arcane Denial 

Bl 

Cl 

$2J0 

Avhnod's Cylts 

Ralduvion lead 

A 

Bk 

R 2 

U 2 

V . 

Si op 

Bakluvian Tkede 

R 

R 2 

V ’ • 

Balduvian Trading Post 

L 

R 2 

V • 

Bounty «rf the Hunt 

G 

U 2 

V • 

Browse 

Bl 

U 2 

y; . 

Burnout 

R 

U 2 

v • 

Chao* Harlequin 

R 

R 2 

&i 

ContagHwi 

Rk 

U 2 

SMO 

Deadly Insect 

G 

U 3 

SI JO 

Death Srcui 

Diminishing Returns 

R 

Bl 

U 2 

R 2 

SI OD 

S40O 

Diaeawd Vermin 

Bk 

U 2 

si oo 

Dystopia 

Ffvish Bard 

Bk 

G 

R 2 

U 2 

S4fl0 

Si 00 

Hlvish Snuil Guide 
hlncrgy Arc 

G 

M 

U 2 
U 2 

SIJO 

SI® 

Exile 

W 

R 2 

S7® 

False Demise 

Bl 

U 3 

SI® 

Haul Dwe 

Bk 

R 2 

S3® 

Feast or Famine 

Bk 

U 3 

SI® 

Flood water Dun 

A 

R 2 

SI® 

Force «>f Will 

Bl 

U 2 

ux 

Gargantuan Gorilla 
(kmlla Shaman 

G 

R 2 

S3® 

R 

U 3 

SI® 

Gustha'% Scepter 

A 

R 2 

S3® 

1 Hail Stonn 

G 

U 2 

SI® 

Heart of Yavinuya 

L 

R 2 

S3® 

Helm of Obedience 

A 

R 2 

9® 

Inheritance 

W 

U 2 

SI® 

Ivory Gargoyle 

W 

R 2 

S7® 

Juniper Order Advocate 

W 

U 2 

SI® 

Kay sa 

G 

R 2 

S7® 

Keener of TYeverhom 
Kjeldoran Home Guard 

Bk 

R 2 

S3® 

W 

U 2 

SI® 

Kjeldoran Outpost 

L 

R 2 

SI2® 

Krovikan Hume 

Bk 

R 2 

S3® 

Krovikan ITague 

I ake of the iJcad 

Bk 

U 2 

SI® 

L 

R 2 

tt® 

Mbrary of 1 .at Nam 

Lim Ihil's Paladin 

Bl 

M 

R 2 
U 2 

S3® 

s: * 

Mm-IXU’s Vault 

M 

U 2 

Si® 

Lodcatonc Bauble 

A 

R 2 

Sb® 

D>rd of Tnesserhom 

M 

R 2 

S3® 

Misfortune 

M 

R 2 

Vim 

Mishra's (iroundberaker 

A 

U 2 

Si® 

Mi sin fora atkm 

Bk 

U 2 

S2® 

Mystic Compan 

A 

U 2 

SI® 

Nature s Blecvlitg 

M 

U 2 

SI® 

Nature s (1n»sen 

G 

U 2 

SI® 

Nature s Wrath 

G 

R 2 

Vi® 

Ourmi of l-ire 

R 

R 2 

S3® 

Phantasmal Sphere 

Bl 

R 2 

S3® 

Phelddagrif 

M 

R 2 

S3® 

Ihyrcxran Devourcr 

A 

R 2 

S4® 

Ihyrrxian Portal 

Pillage 

A 

R 2 

S3® 

R 

U 2 

$4® 

Pnmitivc Justice 

R 

U 2 

SI® 

Pyrokinestv 

R 

U 2 

SI® 

Reprisal 

W 

U 3 

SI® 

Ritual of the Machine 

Bk 

R 2 

v<® 

Rogue SkycapUin 

R 

R 2 

S3® 

Royal Decree 

W 

R 2 

c 1 

Scarab of the l a*cen 

A 

U 2 

SI® 

Scar* of the Veteran 

W 

U 2 

SI® 

School of the Unseen 

L 

U 2 

SI® 

Seasoned Tactician 

W 

U 2 

SI® 

Sheltered Valley 

L 

R 2 

V4® 

Shield Sphere 

Sol (irail 

A 

A 

U 2 

R 6 

SI® 

S2® 

Soldev i Digger 

A 

R 2 

S6® 

Soldevi Excavation* 

L 

R 2 

S3® 

Soldier of Detune 

R 

U 2 

SI® 

Spiny Starfish 

Bl 

U 2 

SI® 

Splintering Wind 

G 

R 2 

$3® 

Storm Caukfcun 

A 

R 2 

S6® 

Storm Elemental 

Bl 

U 2 

SI® 

Stromgald Spy 

Bk 

U 2 

SI® 

Suffocation 

Bl 

U 2 

SI® 

Surge irf Strength 

M 

U 2 

SI® 

Sustaining Spirit 

W 

R 2 

$1® 

Swv»rn Defender 

W 

R 2 

S3® 

Thaw ing Glaciers 

L 

R 2 

SI4® 

ITunight lash 

Bl 

R 2 

S3® 

Tidal ('ontrol 

Bl 

R 2 

S3® 

Tornado 

G 

R 2 

S3® 

Unlikely Alliance 

W 

U 2 

SI® 

Ur/a s f ngmc 

Varchild’* War Ruler* 

A 

R f» 

$2® 

R 

R 2 

S3® 

Visccrid Drone 

Bl 

U 2 

SI® 

Wandering Mage 

W hirling Catapult 

M 

R 2 

$1® 

A 

R 6 

$3® 

W inter's Night 

M 

R 2 

S3® 

Yavimaya Ant* 

G 

U 2 

12® 


> 844-8262 
































IGUANA'S MAGK CATALOG • ORDER NOW CALL MM4GUANAI 


$IT Of THE MONTH 


| price*. This months • 


MIRAGE CARD LIST 




Starter Deck 



$8.95 

Starter Box 



CaU 

Booster Pack 



$2.95 

Booster Box 



CaU 

Complete Set 



$169.95 

Commons not listed 



$.50 ea 

Card title 

Color 

Rarih Price 

Abyssal Hunter 

Bk 

R 

$4 00 

Acnc Dagger 

A 

R 

52 no 

Ahya Grove 

G 

■ 

B 

Afterlife 

W 

u 

SI 00 

Akamrv 

Amber Prison 

R 

A 

u 

R 

$1 00 

Vt (x» 

Amulet of Unmaking 

A 

R 

$100 

Ancestral Memories 

BI 

R 

$4.00 

Adieu Powder 

Bk 

R 

$300 

Asian. Holy Avenger 

M 

R 

$4 00 

AnpxnttAKcttor 

W 

R 

$2 00 

Had Rim 

L 

U 

$1 00 

HartvdMuge 

G 

U 

$1 00 

Barbed Back Wurm 

Bk 

U 

$1 00 

Herding Attack 

K 

R 

$2 00 

Basah Golem 

A 

U 

$1 00 

Bus* of W onders 

BI 

R 

$6 00 

Bench*. Dpi* 

M 

R 

$300 

Blighted Shaman 

Bk 

U 

$1 00 

Blind Fury 

R 

U 

$1 00 

Blindmg Light 

W 

u 

$1 00 

Boat Mask 

A 

R 

$3 00 

Brush* agg 

G 

R 

54 00 

Burning Palm Effect 

K 

U 

SI 00 

Cadaverous Bkwnt 

M 

R 

$8 00 

Canopy Dragou 

G 

R 

$8 00 

Canon 

Bk 

R 

$300 

Catacomb Drags* 

Bk 

R 

$8 00 

Celestial Da*n 

W 

R 

$8 00 

Cerulean Wy sem 

BI 

U 

$100 


Champhcrc 
Charcoal Diamond 
Ounce of the Sun 
Cuukr Cloud 
Curie erf Despair 
Consuming l enx ity 
Coc*J Fighter* 
Cnimoe Ikllkiic 


R 

A 

A 

R 

M 

R 

B1 

R 

R 


Crypt Cobra 

Bk 

U 

Crystal Golem 

A 

V 

Crystal Vent 

L 

u 

Cuncd Totem 

A 

K 

Cycle of Ufe 

G 

R 

1 >anng Apprentice 

BI 

R 

Decomposition 

G 

U 

Delirium 

M 

u 

Dixardau Spoil 

M 

K 

Dissipate 

BI 

u 

Dmne Retribution 

W 

R 

Dread Specter 

Bk 

U 

I>*arven Miner 

R 

U 

Early Harvest 

G 

R 

Hmr of Vitality 

A 

U 

I mherwUde Caliph 

M 

R 

Emherwilde Djmn 

R 

K 

Energy Boh 

M 

R 

Energy Warn 

BI 

R 

Enlightened Tutor 

W 

U 

Izsatz Goomes 

A 

U 

Ether Well 

BI 

u 

Ethereal Hampton 

W 

R 

E allow Earth 

G 

U 

FavoraNe Destiny 

W 

u 

Eeawtf Archers 

G 

u 

Emai Fortune 

R 

R 

Fire Diamund 

A 

U 

Elame Elemental 

R 

U 

Hash 

BI 

R 

E3ood Plain 

L 

U 

Floodgate 

BI 

U 

Fontog 

G 

u 

Forbidden Crypt 

Bk 

k 

Forsaken Wastes 

Bk 

R 

Frenetic Effect 

M 

R 

GohfcaSco«s 

R 

U 

Goblin SoothMycr 

R 

u 

Grasslands 

L 

u 

Gran Feast 

M 

R 

Gnaamg Totem 

A 

R 

Hakim. Bet weave* 

BI 

R 

HaU of Gemstone 

G 

R 

Hammer of Bogardan 

R 

R 

HtfbmgaofS.ght 

Bk 

R 

Harbor Guanhaa 

M 

U 

Harmaitao EJreet 

BI 

u 

Appwitit* 

M 

U 

Ha/mdct Drake 

M 

U 

Hnn of the Scale 

R 

R 

HomNe Horde* 

A 

U 

Igneous Golent 

A 

U 

nitcn Auction 

R 

R 

lUuranutN* 

W 

u 

Infernal Contract 

Bk 

R 


$6.00 
$2.00 
$100 
$1 00 
$4 00 
$1 00 
$1 00 
$12.00 
$2 00 
$1 00 
$1 00 
$1.00 
$5 CX) 
$2 00 
$4.00 
$1 00 
$1.00 
$3.00 
$4.00 
$3.00 
$1 00 
$1 00 
$3.00 
$1 (X) 
$3.00 
$4 on 
$6 00 
$200 
$4 00 
$1.00 
$100 
$2 00 
$1 00 
$1 00 
$2 50 
$9 00 
$2 00 
$100 
$300 
$100 
$100 
$2 00 
$2 00 
$5 00 
$6 00 
$2 00 
$1 00 
$1 00 
$3 00 
$12.00 
$3 00 
$5 00 
$1900 
$300 
$2 00 
$1 00 
$100 
$1 00 
$4 w 
$1 00 
$100 
$5 00 
$100 
$2 00 


MIRAGE CARD LIST (cont) 


Card title 


In* Tusk Elephant 
Jahun't Influence 
Jungle Patrol 
Jungle Troll 
Kimek'i fici 
Kaervek* Purge 
Kan* Mccrkat 
Kukcmsva Pirate* 
l rad Golem 
Leenng Gargoyle 
Lhm’% Eye Diamond 
Locust Swann 
l ure of Prey 
Malignant Growth 
Mana Prism 
Mangarat Blowing 
Mangara’% Equity 
Mangarat Tome 
Marbic Diamond 
Man. 

Meddle 
Mclew* Spirit 
Mind Bend 
Mind Harness 
Mindhender Spore* 
Mire Shade 
Mum' Cage 
Mist Dragt* 

Mum Diamond 
Mountain Valley 
Mtenda Griffin 
Mystical Tutor 
Natural Balance 
Ncttkiooth Djinn 
Nocturnal Raid 
Null Chamber 
fruitful Men*net 
Patagia Ciolcm 
Pxupcrs* Cage 
Peart Draft* 

Ptiycrsun Dreadnought 
Phyreturn Purge 
Phyreuan Tribute 
Phyrcxtan Vault 
Political Trickery 
Polymorph 
I‘referred Selection 

Nmftc It* hi: 

Prismatic lace 
Psychic Transfer 
Purgatory 
Purraj of Urborg 
Radiant I \\cm c 
Rashkia Scalebane 
Ravenous Vainpue 
I 

Reflect Damage 
Reign of Chain 
Reign of Terror 
Reparations 
Ruck Basilisk 
Rocky Tar Pit 
Roots of lafc 
Sacred Mesa 
Sand Golem 
Savage Twister 
Saw hack ManOcoce 
Sealed l ate 
Seeds of Innocence 
Shadowhane 
Shallow Grave 
Shauku's Minton 
Shauku. I ndbnngcr 
Shimmer 
Sidar Jahan 
Sirocco 
Sky Diamt*d 
Soul Echo 
Soul Rend 
Spatial Binding 
Spectral Guardian 
Spint of the Night 
Stupor 

Subterranean Spirit 
Sunweb 

Superior Number* 
Suq'Ata Fuewalkcr 
Tainted Specter 
Taniwha 
Tcckas Dragon 
TcfcrT* Imp 
Tefen'* Ulc 
TcIunTor 
TelunTor’* Darts 
Tehm'Tor's Edict 
Tidal Wave 
Tombstone Stairwell 
Torrent of Lava 
Tropical Storm 
Uktab. Wildcats 


W 

W 

G 

M 

Bk 

M 

G 

Bi 

A 

M 

A 

0 

G 

M 

A 

W 

W 

A 

A 

G 

BI 

W 

BI 

BI 

G 

Bk 

A 

BI 

A 

L 

W 

BI 

G 

G 

Bk 

W 

Bk 

A 

A 

W 

A 

M 

Bk 

A 

BI 

BI 

G 

M 

BI 

Bi 

M 

Bk 

M 

W 

BK 

K 

M 

R 

Bk 

M 

M 

L 

G 

W 

A 

M 

M 

M 

G 

W 

Bk 

M 

Bk 

BI 

W 

R 

A 

W 

Bk 

M 

W 

Bk 

Bk 

R 

W 

G 

BI 

Bk 

BI 

A 

BI 

L 

R 

A 

R 

BI 

Bk 

R 

G 

G 


U 

K 

R 

U 

U 

U 

u 

K 

U 

K 

R 

U 

R 

R 

U 

U 

u 

R 

U 

R 

U 

U 

u 

u 

R 

U 

R 

R 

U 

U 

U 

U 

R 

U 

U 

R 

U 

U 

R 

R 

R 

R 

R 

U 

K 

R 

R 

U 

R 

R 

R 

R 

U 

R 

U 

R 

R 

U 

U 

R 

R 

U 

U 

K 

U 

U 

K 

U 

R 

U 

R 

U 

R 

R 

R 

U 

U 

R 

U 

U 

R 

R 

U 

R 

R 

U 

U 

R 

R 

R 

R 

R 

R 

U 

R 

U 

K 

R 

U 

R 


$100 
$3 00 
$5 00 
$1 00 
$100 
$100 
$100 
$2 00 
$100 
$300 
$600 
$100 
$3 00 
$300 
$100 
$100 
$1 00 
$4 00 
$2 00 
$9 00 
$200 
$2 00 
$100 
$100 
$300 
$100 
$4 00 
$7 00 
$200 
$2 00 
$200 
$3 00 
$600 
$2 00 
$1 00 
$4 00 
$100 
$100 
$200 
$800 
$800 
$3 00 
$200 
$100 
$600 
$4 00 
$5 at 
$100 
$200 
$200 
$2 00 
$4 00 
$1 00 
$3.00 
$100 
$4.00 
$300 
$1 (X) 
$1 00 
$4 00 
$3 00 
$2 00 
$2 00 
$6 00 
$1 00 
$100 
$300 
$100 
$4 00 
$1 00 
$600 
$100 
$5 00 
$7.00 
$3 00 
$1.00 
$200 
$3 00 
$100 
$100 
$200 
$9 00 
$200 
$5 00 
$5 00 
$1 00 
$100 
$4 00 
$8 00 
$900 
$4 00 
$400 
$200 
$1.00 
$2.00 
$1.00 
$7 00 
$3.00 
$1.00 
$6.00 


MIRAGE CARD UST (corat) 

Curd Title 

Color 

Rarity 

Price 

Unetting Sling 

A 

U 

$1.00 

Unfulfilled Desires 

M 

R 

$9.00 

Unseen Walker 

G 

U 

$1.00 

Unyaro Bee Sting 

Ci 

u 

$2.00 

Unyaro CinfTin 

W 

u 

$2.00 

Vaporous Djmn 

B) 

u 

$14)0 

Ventifacl Bottle 

A 

R 

$4.00 

Vigilant Martyr 

W 

U 

$1.00 

Vitalizing Cascade 

M 

U 

$1.00 

Volcanic Dragon 

K 

R 

$9.00 

Volcanic Geyser 

R 

U 

$2.00 

Waiting in the Weed* 

G 

R 


W’arping Wurm 

M 

R 

$3.00 

Wave Elemental 

BI 

U 

51 .(XI 

Wellspnng 

M 

R 

$3.00 

Wildfire Emissary 

R 

U 

$4.00 

Windrraper Eakon 

M 

U 

Sl.(X) 

Withering B<x* 

Hk 

U 

$2.00 

Worldly Tutor 

G 

U 

$3.00 

Yarr 

W 

R 

$3.00 

Zebra Unicorn 

M 

U 

$1.00 

Zhalfinn C ommander 

W 

U 

$1.00 

Zmlan of the Oaw 

R 

R 

$7.00 

Zombie Mob 

Bk 

U 

$1.00 

Zubcn. (ioklen Feather 

W 

R 

$5.00 

SALE 30% OFF 


I VISIONS CARD LIST 


\ 

Booster Pack 


$2.95 

Booster Box 



Call 

Complete Set 


$119.00 

1 Commons Not Listed 

$.50 ea 

Card Title 

Color 

Rarity 

Price 

Aku Djmn 

Bk 

R 

$800 

Anvil of Bogardan 

A 

R 

$4.00 

Blanket of Nigtx 

W 

M 

R 

U 

$7.00 

$100 

Bk 

U 

$100 

R 

R 

$6.00 


A 

U 

$14)0 

Brood of CocfcroacEat 

II 

Bk 

R 

U 

$34)0 

$14)0 



VISIONS CARD LIST (cont) 


Ory of 

Coral Atoll 
Connate* 


i Jinji iftmo 


Eye of S mgulanty 
P cmc ref B n ch antrea 



Hulking Cyclops 
Iron-Heart Oameri 


Knervek s Spite 

Karoo 


Kyacu Drake 
Lead-Belly C 
1 acheathrope 
Ughtamg Qoad 


Recovery 


Ope Enforcer 


Phymiaa Marauder 
Pillar Tombs of Aka 


BI 

o 

L 

M 

O 

w 

BI 

Bk 

A 

L 

A 

BI 

G 

R 

W 

L 

W 

M 

M 

BI 

Bk 

BI 

R 

L 

M 

R 

A 

W 

R 

A 

A 

L 

Bk 

L 

0 

R 

O 

A 

G 

R 

W 

A 

A 

W 

R 

M 

G 

Bk 

Bk 

Bk 

R 

BI 

W 

A 

Bk 

BI 

M 

L 


R 

R 

U 

R 

U 

U 

R 

U 

R 

U 

0 

u 

u 

R 

R 

U 

R 

R 

R 

R 

R 

U 

U 

R 

R 

U 

U 

u 

u 

u 

u 

u 

R 

u 

R 

R 

U 

U 

R 

R 

U 

U 

u 

V 

u 

u 

R 

u 

R 

U 

R 

U 

U 

R 

R 

U 

R 

U 


$10.00 

$114)0 

$14)0 

$34)0 

mm 

$1.00 

in 

$1.00 
$44)0 
$1.00 
$100 
$1 00 
$14)0 
$4.00 
$600 
$14)0 
$ 34)0 
$4.00 
$9.00 
$4.00 
$4.00 
$1.00 
$24)0 
$4 00 
$4.00 
$1.00 
$100 
$1.00 
$150 
$150 
$100 
mm 

$4 00 
$1.00 
$3 00 
$5 00 
$100 
$100 
$4.00 
$34)0 

Eg 

$4 00 
$ 1.00 
$ 1.00 
s: m 
$100 
$6 00 
$100 
$4 00 
$3 50 
$3 00 
$100 
$100 
$5 00 
$700 
$: vi 
$400 
$100 


Relic Ward 
Retribution of the k 
Righteous War 
Rowea 

Sank of Time 
Scakhaoe's Elbe 


G 

BI 

R 

W 

W 

M 

G 

A 

M 



Tefen i Honor Guard 
Tefen * Puzzle Boa 
‘Men's Realm 
Tempest Drake 
Three Wishes 
Time and Tide 
Tin-Wing (Turner* 



R 

M 

A 

BI 

G 

W 


R 

R 

R 

U 

R 

R 

R 

R 

U 

U 

u 

R 

u 

R 

U 

R 

U 

U 

u 

u 

R 

R 

U 

R 

U 

U 

R 

R 

U 

R 

R 

U 

U 

R 

R 

U 

U 

R 


$114)0 
$100 
$300 
$4 00 
$34)0 
$300 
$100 
$100 
$14)0 
$7.00 
$2 50 

EH 

s. jj 

$3 00 
$150 
$100 
SI 00 
$100 
164)0 

EH 

$2 V) 

mm 

$100 

$14)0 

$44)0 

■g 
1100 
$104)0 
$134)0 
$1 V) 

H 


$100 

$100 

$74)0 


WEATHERLIGHT CARD LIST 

Booster Pack 

$2.9S 

Booster Box 

CaU 

Complete Set 

$149.00 

Commons Not Listed 

$1.00 ea 

Card Title Color 

Kali Price 


Abduction 

BI 

U 

$200 

Abeyance 

W 

R 

$10 Of) 

Abowth 

G 

R 

$6 01) 

■fiber Hash 

R 

U 

i • 

Agam/jng Memories 
Alahasiet Dragmi 

Bk 

W 

U 

R 

$1 01) 
$800 

Ancestral Knowledge 

BI 

R 

$8 00 

Aatx- Wolves 

G 

U 

$150 

Argivian Find 

W 

U 

$150 

Argman Rest, ration 

BI 

U 

$100 

Aura of Silence 

W 

U 

$100 

Avi/ua 

BI 

R 

ISdOD 

Binshi 

G 

U 

$1 50 

Bone Danc er 

Bk 

R 


Bovium Sinn 

A 

R 

$X(XI 

Bubble Matrix 

A 

R 

$7 00 

Buned Alive 

Bk 

U 

$100 

Call of the Wild 

G 

R 

$8 00 

Chimeric Sphere 

A 

U 

$1 V) 

Cinder Chant 

R 

U 

$100 

Circling Vultures 

Ckmd Djmn 

Cone of Finnic 

Bk 

BI 

U 

U 

$100 

$150 

R 

U 

$150 

Debt of Loyalty 

W 

R 

$300 

Denv Foliage 

Desperate < iambil 

G 

R 

$5 Of) 

R 

U 

$100 

Dingus Slafl 

A 

U 

s: v» 

Doomsday 

Downdraft 

Bk 

R 

V.IK 

G 

U 

$100 

Dwarvcn Thaumjiurgist 

R 

R 

$301) 

Eitai's Familiar 

BI 

R 

$600 

Fallow Wurm 

G 

U 

M <■> 

Familiar Ground 

G 

U 

$150 

Fervor 

R 

R 

V4 <■> 

Festering Evil 

Bk 

U 

$100 

Firestorm 

R 

R 

S* .11 

Fonyxian Brigade 

W 

U 

$100 

Fungus Klcmcnul 

G 

R 

$4 00 

Gaea’s Blessing 

G 

U 

$1 50 

Gallo*, braid 

Bk 

R 

Vi'ii 

Cicimtonc Mine 

L 

U 

$4 00 

GerranJ’s Wisdom 

W 

u 

$100 

Gobim Bomb 

fi 

R 

$7 00 

Gobftn (irerudiers 

R 

U 

$100 

Heart of Bogardan 

R 

R 

$800 

Hear Stroke 

R 

R 

F«li 

Hidden Humic 

Bk 

U 

$130 

Hurioon Shaman 

R 

U 

$100 

Infernal Tribute 

Bk 

R 

$4 00 

Inner Sanctum 

W 

R 

• 

Jaban s Banner 

A 

U 

si i 

Lasa Hound* 

R 

U 

$250 

Liege of the Hollows 

G 

R 

$300 

Uaoowar Behemoth 

G 

U 

$150 

Ixrus Vale 

L 

R 

$19 00 

Mana Web 

A 

R 

$900 

Mara v us of Kekl 

R 

R 

$900 

Mauer of Arms 

W 

U 

$100 




www.iguanas-cbc.com • cards@iguanas-cbc.com • 1-888-844-8262 



























IGUANA S MAGIC CATALOG • ORDER NOW CALL 888'8-IGUANA 


WEATHER LIGHT CARD LIST (cont) 


AKmdi* Hope 
Altai of Dementia 
Aluren 

Ancient T.wnh 
Ant tent Runet 
Angel* Protector 
Apr* of Rath 


Armur Slim 
Auratog 
Avenging Angel 
Barbed Miter 
Bellowing f iend 
Benth* Behenveh 
Boil 

Bab) Trap 
Bottle Gnomes 
Bounty Hunter 
Caldera lake 
Canyon Drake 


Chaot* Goo 
Charging Rhino 
Chill 
Choke 

Cinder Marsh 
Coffin Oiecn 
Cold Storage 

Commander Greven il*Vex 
Corpse Dance 
C razed Armodon 
Curved Scroll 
I >authi Embrace 
Dauthi (iUail 
Dauthi Mercenary 
Dauthi Mindrinper 
Dead*h.« 

IVath Pits of Rath 
Dismiss 
Dincowl Wurm 
DracopUun 
Dread of Night 
Drep of Sorrow 
Duf4*it) 

Echo Chamber 


Bk 

A 

G 

L 

R 

W 

G 

w 

w 

w 

w 

R 

Bk 

Bl 

R 

A 

A 

Bk 

L 

R 

Bk 

R 

G 

Bl 

G 

L 

Bk 

A 

A 

Bk 

G 

A 

Bk 

Bk 

Bk 

Bk 

K 

Bk 

Bl 

G 

M 

Bk 

Bk 

Bl 

A 


$100 
$5.00 
$8 00 
$1.00 
$1.00 
$2 00 
$1.00 
$6.00 
$1 00 
$400 
$7.00 
$1 00 
$2 00 
$7.00 
$2.(0 
$9(0 
$1.00 
$500 
$7.00 
$300 
$3(0 
$3.00 
$1 00 
$ 1(0 
$1 00 
$ 1(0 
$ 6.00 
$5.00 
$9(0 
$7.00 
$5.(0 
$7 00 
$ 2.00 
$1.00 
$100 
$1.00 
$400 
$800 
$2.50 
$8.00 
$700 
S2.00 
$7.(0 
$ 6(0 
$6(0 


TEMPEST UST (cont) 


( ard Title 

Color 

R«1h 

Price 

Mischievous Poltergeist 

Bk 

U 

$1.00 

Misttraww GnfTin 

W 

U 

$1.00 

Mounfcti 

Bk 

R 

$5.00 

Mwimvuli Ooze 

G 

R 

$3.00 

Nature '* Resurgence 

G 

R 

$7.00 

Necraiuf 

Bk 

U 

$3.00 

NoNe Benefactor 

Bl 

u 

$1.50 

Null R.d 

A 

R 

$7.00 

Odv 1* Wraith 

Bk 

U 

$1.50 

()rci%h Settler* 

R 

U 

$2 00 

Paradigm Shift 

Bl 

R 

$6.00 

Peacekeeper 

Pendrell MuU 

W 

Bl 

R 

R 

$6 00 
$6 00 

Phaniom Wamor 

Bl 

U 

$1.50 

Phyrexian Furnace 

A 

U 

$1.50 

PvychK V»<ricx 

Bl 

R 

$5.00 

Relearn 

Bl 

U 

$2.50 

Revered I'nicom 

W 

U 

$2.00 

Roc Hatchling 

R 

U 

$2.50 

Scorched Ruin* 

L 

K 

$9.00 

Serenity 

W 

R 

$4.00 

Scrra * Blessing 

W 

U 

$2.00 

Serrated Bukclion 

A 

U 

$1.50 

Southern Paladin 

W 

K 

$4.00 

Steel Golem 

A 

U 

$2.00 

Strand* of Night 

Bk 

U 

$1.50 

Straw Gotcm 

A 

u 

$1.00 

Sylvan Hierophant 

G 

u 

$1.50 

Tariff 

W 

K 

$3.00 

Tcfcn * Veil 

Bl 

U 

$2.00 

Thran Forge 

A 

U 

$2.00 

Thran Tome 

A 

R 

$5.00 

Thundrrmare 

R 

R 

$9.00 

Timid Drake 

Bl 

U 

$1.00 

Toianan Entrancer 

Bl 

R 

$.3.00 

Toiarian Serpent 

Bl 

R 

$3.00 

Touchstone 

A 

U 

$2.50 

Tranquil (irove 

G 

R 

$4.00 

Urburg Justice 

bk 

R 

$7.00 

Urhorg Sulkcr 

Bk 

R 

$4.00 

Veteran Flxplieer 

Vkalalian Illusionist 

G 

Bl 

U 

U 

$1.50 

$1.50 

Volunteer Rc*rrvc* 

W 

u 

$1.50 

Wave of Terror 

Bk 

R 

$3.00 

Well of Knowledge 

A 

R 

$7.00 

Winding ( anyoo* 

L 

R 

$5.(X) 

XanthK Statue 

A 

R 

$5.00 

TEMPEST 

Booster Pack 

Booster Box 

Starter deck 

Starter box 

Complete Set 

Commons Not Listed 

$2.95 

Call 

$8.95 

Call 
$279.00 
$1.00 ea 

Card Title Color 

Rsrtv 

Price 


Farthcrafi G 

FJadamnt Viney ard G 

'Eladamn*. Iced of Leave*" G 


FJvcn W'arhounds 
fimerakj Mcdallmn 
Etnmrssi Tome 
Energi/er 
Enraging I acid 
f-rtaiv Mcddlm 


Escaped Sha^trthiflcr 


Essence F 
Excavator 
Extinction 
Fevered Comultion 
Field of Stalls 

M 

Hailing Drake 
Flickering Ward 
Fight me Drake 
Flow stone Salamander 
Flow stone Sc ulpture 
Flow sione Wyvern 
Fools Tome 
Fugitive Druid 
Furnace of Rath 
F \ lanurul 
dallantry 

(kmard’s Battle Cry 
(k>blin Bombardment 
Gnndstone 
Ghost Town 
Hanna’s Custody 
Ham! to Ham! 

Harrow 

Havoc 

Ileartw<K»d Giant 
HeartwiKKl Trotolk 
Helm of 
Homed Sliver 
Humility 
Imp's Taunt 
Insight 
Interdict 
Intuition 
Imulncrahilitv 
Jackal IHin 
Jet Medamon 
Jinxed Idol 
Ke//erdri\ 

Knight of Dawn 
Knight of IXisk 
Kiakilin 
Ixcchtng I icid 
legacy’s Allure 
Legerdemain 
I-ighl of Day 
Ij'ing Death 
Lnbotomy 

la<us Petal 
Maddening Imp 
Magma sjur 
Magnetic Web 
Mana Severance 
Marble Titan 
Ma/c of Shadows 
Maw cor 
Meditate 
Mindwhip Sliser 
Minii*n of the Wastes 
Mum Guide 
Mogg Holk>w 
Mneumomc Sliver 
Mogg Cannon 
Mogg Squad 
Mongrel Pack 
Nature s Rev oil 
Ncedlevturm 
No (Quarter 
Nurturing Licid 

Oppinunisi 
Oracle I n Vcc 
Omn i Pray er 
'Orim, Santttc Healer* 
Overrun 
Pallimund 
Patchwork (inomet 
Perish 

Pearl Medallion 
Pegasus Refuge 
Phyrexian (irimoirc 
Phyrexian Hulk 
Phyrexian Spider 
Pine Barrens 
Precognition 
ITopag.mda 
Puppet Strings 
Quu kening Lurid 
Ruin of Tears 
Ranger Im Vec 
Rathi Dragon 
Reanimate 
Reap 

Renegade Warlord 
Reflecting Pool 
Rcpentanec 
Reckless Spite 
Recycle 

Rootwatcr Dncr 
Rooiwatcr Matriarch 
Ruo«water Shaman 


G 

A 

A 

A 

R 

Bl 

Bl 

A 

A 

Bk 

Bk 

W 

R 

G 

W 

G 

R 

A 

R 

A 

G 

R 

B 

W 

W 

R 

Bk 

L 

R 

R 

G 

R 

G 

G 

A 

G 

W 

Bk 

Bl 

Bl 

Bl 

W 

R 

A 

A 

Bk 

W 

Bk 

G 

Bk 

Bl 

Bl 

W 

Uk 

M 

A 

Bk 

R 

A 

Bl 

W 

L 

Bl 

Bl 

Rk 

Bk 

G 

L 

Bl 

A 

R 

G 

G 

G 

R 

G 

R 

W 

W 

W 

G 

R 

A 

Bk 

A 

W’ 

A 

A 

A 


Bl 

Bl 

A 

W 

Bk 

M 

R 

Bk 

G 

R 

L 

W' 

bk 

G 

Bl 

Bl 

Bl 


$6 00 

|M8 

$7 00 
$6 00 
$6 00 
$6 00 
$7 00 
$1 (X) 
$7 00 
$7 00 
$1 00 
$100 
$7 00 
Vim 
$7 00 
$100 
$1 00 
$100 
$1 00 
$100 
$5 00 
y,m 
$6 00 
N ' *■» 
$7 00 
$1 00 
$1 00 
$7 00 
$1 00 
$8 00 
$1 00 
S4 00 
$5 (X) 
$1 (X) 
$1 00 
$3 IX) 
$1 (X) 
$8 (X) 

$i no 

$7 00 
M 00 
$1 (X) 
si m 

$S(«| 

SI 00 
00 
$6 (X) 
$5.00 
$4 00 
$1 (X) 
$1 (X) 
$1 (X) 

$1 no 
$1 00 
$ 2.00 
$1 00 
$8 (X) 
$1 00 
$1 50 
$300 
V»m 
$6 00 
$8 (X) 
$300 
$2 00 
$4 00 
$11 00 
$1 (X) 

$4 00 
$1 00 
$1 00 
$1 00 
$1 00 
$600 
$7 00 
$1 00 
$7 00 
$100 
$100 
$5 00 
$1 00 
$6 00 
$1 00 
$4 00 
$1 00 
$1 00 
$6 00 
$4 00 
$5 00 
$100 
$1 00 
$6 (X) 
$4 (X) 
$1 00 
$1 00 
$1 00 
$1 00 
$1 00 
si i no 

$1 (JO 

$i no 
$i oo 
$12.00 
$1 (X) 
$i oo 
$7 00 
$1.00 
$5 (X) 
$4 00 


TEMPEST UST (conU 


Card TTtir 

Color 

feat* 

Price 

Runt water Depth* 

L 

U 

$100 

Rout Mi/r 

G 

R 

$4 00 

Ruby Medallion 

A 

R 

$6 00 

Sacred Guide 

W 

R 

$5 (X) 

Sajphirr^MedallKUi 

SaltTl*** 

A 

W 

L 

R 

R 

R 

$6 (I) 
$8 (X) 
$7 (X) 

Scablaad 

L 

R 

$7 00 

Satxumaacy 

Bk 

K 

$4 00 

Vaiding long* 

A 

| 

$4 00 

VragmKh 

G 

U 

$2 00 

Scorched Earth 

R 

R 

V* <■» 

Screeching Harpy 

Scroll Rack 

Bk 

A 

U 

i 

$1 (X) 
$9 00 

Serene Offering 

M 

u 

$1 00 

Segmented Wurm 

M 

u 

$1 00 

"Selema. Dark Anger 

M 

R 

$8 00 

Searing Touch 

R 

U 

$1 00 

Shadow «turm 

R 

u 

$1 00 

Shocker 

R 

R 

$6 00 

Sky shroud Condor 

Bl 

U 

$1 00 

Sky shroud Hvcst 

L 

R 

$7 00 

Skyshroud Vampire 

Bk 

U 

$1 00 

Sky Spini 

M 

U 

$1 00 

Souldnnker 

Bk 

u 

$1 00 

Sol lan Guerilla* 

M 

R 

$600 

Sollan Crusader 

W 

U 

$1 00 

Soltan 1 missary 

W 

R 

$41X1 

Spontaneous Combustion 

M 

U 

$1.00 

Spini Mirror 

W 

R 

$8 (X) 

Soltan Mimk 

W 

U 

$1 00 

Sollan Priest 

w 

U 

$1 00 

Siaikc of Rath 

R 

R 

$6 00 

Siauixh Defender* 

W 

U 

$1 00 

Stalk Orb 

A 

R 

$6 00 

Stalking Slones 

L 

U 

$1 00 

Steal Fnchanmcnt 

Bl 

U 

$1 00 

Si tngins 1 k id 

Siorm Hum 

Bl 

G 

U 

U 

$1 00 
$1 00 

Sudden Impac t 

R 

U 

$1 00 

Tahngarth* Rage 
TcleUnpter 

R 

A 

u 

t; 

$1 (Ml 
$1 00 

Thalalwo Drcamsower 

HI 

u 

Si on 

Thalalsu* lam lands 

L 

u 

$1 INI 

Thumbscrew* 

A 

K 

$4 00 

Time Warp 

Ml 

K 

$1900 

li*4h ami Claw 

R 

R 

$3.00 

Torture (lumber 

A 

R 

$5 (in 

Tradewind Rider 

HI 

R 

$6 00 

Iruniretirig Armodoti 
l nxlahle Shapeshiltcr 

G 

Bl 

U 

R 

$1 00 
$7 (X) 

\ ci i Lint Furcc 

Ci 

R 

$6 00 

Vcrdtgrw 

G 

U 

M ... 

Vhat. il Dal 

M 

R 

$500 

Vex Township* 

l 

U 

$1 (X) 

Warmth 

W 

U 

$1.00 

Wasteland 

L 

U 

$2 (X) 

Watchdog 

Whim of Volraih 

A 

Bl 

U 

R 

$1 (X) 
$5 (X) 

Whispers of the Muse 

Bl 

U 

$2 (X) 

W md Dancer 

Bl 

U 

$1 (X) 

Winds .8 Rath 

W 

R 

$9 IX) 

W inter's Grasp 

G 

U 

$1 (X) 

Wiki Wurm 

R 

U 

$1 00 

Wood Sate 

Worthy ( au*c 

M 

W 

R 

U 

$4 00 
$1 00 


^ our ' " 

buy CtJrT >Of 

^con, 


ORDER FORM 


Iguana's Comic Book Cafe 
123 N. St., 1-A 
Iowa City, Iowa 52245 
Toll Free 1-888-844-8262 
Phone: 319-338-0068 
Fax: 319-338-1663 



Placing An Order 

* Order may be placed over the phone by 
by email, or through the mad. Our phone 
number K 319-338 0068. Our «nal , 
cerds a iguana-cbc.com. If you are piadng « 
order by mail complete this form or a facu * 
and return it to us. 

/e accept Money Orders. Checks, Vha. 
MasterCard, & Discover. When paying by 
check, orders wiN be held until the died 
dears. Most other orders are shipped wet*' 
24 hrs. 

* Payments for International orders may br 
made by Credit Card or by International 
Money Order in U.S. funds routed through a 
U.S. Bank 

No C.O.D.s. 

Figi" «* postage separately for items not 
shipping together. 

No cancettatiom on Pre-Orders. 

* We strive to deliver great service. Let us 
know how we do. 


RETAIL ONLY 



NAME 


ADDRESS 

CfTY 


STATE 


ZIP 


PHONE 


□ 


□ 


Check/Money Onto 


CXI (XT CAJIO • 
Exp Date 
SIGNATURE 


fTEM ---- 

QilAN 

PRICE 

TOTAL 
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tra d ing card games 




hifting 


n the dwindling ranks of non-Wizards trading 
card games, OverPower (Flecr/SkyBox, New 
York City) has soldiered on. But after three 
standalone sets and five expansions, the popu¬ 
lar superhero game is changing publishers. 

Over the last year or two 
Fleer has both contributed to 
and suffered from the $700 
million debt incurred bv its 
parent company. Marvel 
Entertainment Group. In late October 
Marvels dire financial condition forced 
Fleer to lay off about 25 employees, 
about a quarter of its staff, including 
OverPower gurus Steve Domzalski and Ron Perazza. At 
press time Fleer was negotiating with several game com¬ 
panies to sell OverPower and an announcement was 
imminent. “We’re not abandoning OverPower,” says 
Fleers entertainment director, Steve Charendoff. “We 
want to put it in the hands of a company that has the 
game [expertise] not only to keep it going, but to grow it.” 

In 1996, Charendoff explains, Fleer’s upper manage¬ 
ment decided to refocus on its core business, sports trad¬ 
ing cards. “Sports cards make up approximately 90 
percent of our sales volume. Games, as a part of [our] 
entertainment cards [division], are a niche within a niche. 
We really felt we couldn’t dedicate enough resources to 
do it properly.” Other sources say a typical OverPower 
expansion earns Fleer about a quarter as much as a typi- 
cal sports release. 

Originally planned for November, the Image OverPower 
expansion is off Fleer's schedule but still in the works. “All 
the art is done, a lot of the game mechanics are done,” says 
Charendoff. “We could easily have completed the product 
and put it out on time. But it would not be fair to Image 
[Comics], or to the people who would be investing in the 
game, to put this game out when there was not adequate 
support in place."The layoffs took Overpowers support 
staff, leaving players and tournament directors hanging. 
Fleer didn’t understand “how much a grass-roots phe¬ 
nomenon OverPower is and how much maintenance 
there is,” Charendoff says. “It’s only a short-term problem. 


but for these OP players who want answers to questions, 
there wasn’t a good plan in place.” 

Charendoff expects that at its new publisher, Over- 
Power’s future will look “far more optimistic than it ever 
has been. There’ll be a lot more enthusiasm.” Image Otrr- 

We're not abandoning OverPower. 
We want to put it in the hands of a 
company that has the gam< 
expertise not only to keep 
it going, but to grow it. 

Power should be the new 
publisher’s first release, i 
probably in early 1998. 

And, Charendoff adds, “It’s 
my hope that Steve 
Domzalski and Ron Per- 
azza may [remain] involved 
with OverPower. It won't 
surprise me to see [Domzal¬ 
ski] become an even bigger 
force than he already has. 

11c knows t(K> much! 

“People who can excel in this business only do so 
because they have a passion for it. To be successful in 
appealing to our loyal constituents, you have to under¬ 
stand what makes them tick. If you can’t get into it and 
enjoy it- — particularly for games — you can't be successful, 
and those guys were.” 

Is Fleers Star Trek: The Card Game officially dead 
yet? Charendoff carves the epitaph: “It was not a good 
thing for us financially. It’s certainly not the focus of our 
discussions in keeping our games business going with 
another company.” <fsnetrep@ aol.com >; <www.fleenkyboi.com> 
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Iienv/Prodator 

(HarpcrPrism, 
New York City): 
In November 
HarpcrPrism 
became the first publisher to 
sign Wizards of the Coast’s 
licensing agreement that grants 
non-exclusive rights to Wizards' 
patent on card-game mechanics 
(see Duelist #21). The licensing 
negotiations stopped the 
Aliens/Predator publication 
process for about three weeks, 
but the game is now on track for 
January'. Its sold in three mostly 
fixed 60-card starters, each with 
a 50-card fixed set keyed to the 
/Miens, Predators, and Marines 

(58.95) , and in 15-card boosters 

(52.95) . At press time design 
had not started on the first 
expansion, to be based on the 


recent Ahem Resurrection film; 
no release date yet. 

<hpmrTKCg@aol.com>: 

< www harperpmm com/ccg> 


^ Babylon 5 (Precedence, 
lempc, AZ): In March look for 
Shadow War the first expansion 
(8-card boosters, $1.95). With 
approximately 150 to 180 cards 
(three rarities), the set heavily 
emphasizes the war between the 
Shadows and the Vorlons, seen 
in the second and third seasons 
of Babylon 5. “The Shadows 
were very gixxl at causing inter¬ 
nal strife among other races," 
s.ivs co-designer John Mylcr. “So 
they can start trouble in another 
player s position and then pour 
gasoline on the fire." Precedence 
has organized a group called the 
Rangers, named for the series’ 
elite warriors, to do demos at 
>torcs around the country'; email 


<SD$punlcy@ aol.com > for details. 
The company also plans a fan 
support group. <BS@etemity.com>; 
< wvnrf.etenMty.com > 

H Highlander (Thunder 
Castle Games, Kansas City, 
MO): Thunder Castle has a new 
email address, <tcgames@gvi.net>; 
<www.tcgames.com> 

S’ Knightnrwire Chess 

(Steve Jackson Games, Austin, 
TX): A second standalone com¬ 
patible set of 78 new cards (plus 
two blank cards), illustrated 
again by Brazilian artist Rogerio 
Vilcla, will appear in late spring. 
Price will probably be 114.95, 
like the first set. <sjgames@io.com>; 
<www.io.com/ijgames/> 

& Middle-Earths 
The Wizards (Iron Crown 
Enterprises, Charlottesville, VA): 
The first of four Sites & Scenarios 
booklets, covering the Eriador 
region, should appear this month. 
Its title, A ljong-Expected Party , 
comes from the opening chapter 
of Tolkien’s Lord of the Rings. 
Compiled by Steve Ahrenberg, 
the book offers casual players a 
color map and twelve new (unof¬ 
ficial) sites for the card game like 
Sackvillc and Michel Delving. 
The second book, covering Con¬ 
dor, will appear in spring. Also 
due then is The Balrog, a 
ME: FW expansion devoted to 
the foul demon beneath Moria 
(12-card boosters with two rarcs, 
$3.25). The Balrog player is 
physically powerful, says Mike 
Reynolds, who designed the set 
with Coleman Charlton, but “his 
ability to control others is more 
limited. He can only recruit 
weakcr-willed ores and trolls. 



Whatever he decides to do, he 
has to do it himself." With 
about 100 cards, the set also fea¬ 
tures new strategies based on 
the spider Shclob, who affects 
Middle-Earth through a variety 
of hazard cards. 

In January, Iron Crown will 
sponsor the ME:TW European 
and World Championships in 
Barcelona, Spain. Like last year, 
the prize is the One Ring. World 
champion Omar Sagol Solano of 
Madrid, though already pre- 
qualificd, would have made it in 
again anyway: I le won this year’s 
Spanish championship. Reynolds 
notes that some of the best 
ME:TW players have never read 
Tolkien. < ice @ <roncrown.com >; 
<www.ironcrown.com> 

^ Sh.idowrun (FASA 
Corporation, Chicago): 'Phis 
month brings the card game’s 
second printing, Second Running, 
which replaces 25 cards, mostly 
commons; the rarcs replaced are 
Prime Runner Jack Skater 
(replaced with Sam Verncr, a 
character from Robert Char- 
rettes first Shadowrun novel tril¬ 
ogy) and Chipjack-3. Over half 
the new' cards in Second Running 
are Objectives. Seven more cards 
have new art. In February Under¬ 
world Ws\\ arrive, a 135-card 
expansion (15-card boosters, 
$2.95) based on recent SR rolc- 
plaving supplements like Mob 
I t ar. Underworld Sourcebook, Lone 
Star and Cyberpirates. New fac¬ 
tion affiliations let you play 
yakuza, Mafia, Lone Star, and 
gang teams. The set also includes 
new, unique shamanic totems. 
Response to the game has been 
fantastic, says SR line devel¬ 
oper Mike Mulvihill, especially 
in Germany, where the card 
games translation appeared this 
past autumn. Spurred by the 
game s success, the SR rolcplay- 
tng and novel lines have also seen 
strong sales increases. 
<fASAlnfo@aol.com>; <www.faxa.com> 


K Star Trek CCG (Decipher. 
Norfolk, VA): The deluxe, Fajo 
Collection collector’s set (18 cards, 
poster, certificate of authenticity, 
binder, $80) should finally be 
out. Decipher says the 40,000 
numbered sets of this "first edi¬ 
tion” may be followed by a lata 
reprint and translations, always 
limited and always at least $80 
per set. The cards, including 
Guinan, Locutus of Borg, and an 
interrupt written entirely in 
Klingon, will never appear clsc- 
where. Decipher sells The Fay, 
Collection through a new website. 
The Eccentric Order, at 
<www.ecctntnc.com>.The long- 
announced First Contact expin 
sion, introducing the Borg and 
rules for assimilating planets, 
should also be out now (130 
cards, 9-card packs, $2.50). 
March will bring the Deep Space 
9 Introductory Game (two 40-card 
fixed decks plus an undecided 
number of booster packs, and 
rules, boxed; price undecided) 
Don’t confuse this with mid- 
1998’s Deep Space 9 double-sized 
expansion, which will introduce 
Ferengi and Cardassian affilia 
tions (260 cards in 9-card boo>t 
ers, $2.50). <www.<feapher.com>; 

< CCGCustomerService @ (feaphcf.com > 

S’ Star Wars CCG (Ded- 
pher): Decipher currently hope* 
for a spring release for the first 
expansion based on Return of r 
Jcdi.Jabba's Palace (formerly 
Tatooine) will be sold in 9-card 
boosters with one rare card 
($2.50). About four months after 
that will come a Special Edition 
expansion, based on the new 
material added to last year’s re 
release of the original trilogy . 

I his year’s final expansion will 
be Endor, due four months after 
Special. In 1999, when the first 
of three new Star Wars movie* 
debuts, all licensees (including 
Decipher) must stop selling all 
products based on the three 
original movies. 
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COUNTWV 


DESCRIPTION 


i • \ V Say good-bye to 

glass beads and loose change! 
‘ These sturdy, finely crafted metal and 
enamel counters let you mark off the occasional 
Lightning Bolt or poke from Tim in style with brass- and 
silver-plated beads. Best of all, each 3 1/2" x 2 1/2" counter 
fits right inside a Magic™ deck box. Available in red, green, 
white, and blue. 


S12.99 U S. 

SI 7.99 Outside U S 


Tk Complete Card Guide Volume 2 by Duelist columnist, Beth 
Moursund, picks up where the Complete Cutrd Guide left off, covering 
every new card released since the middle of 1996, including cards from 
MirAgt, Visions, Weatherlifht , Portal , and Arena League. This 144 page, 8 1/2 x 11" 
paperback manual includes reproductions of over 1,300 cards with information crucial 
for collectors: the rarity of the card in each set in which it appears, the sets in which differ¬ 
ent versions of the card appear, the card's current errata, and notes on the card's general function. 




1 






YOUR ADDRESS 


YOUR ORDER 


S24.00 U.S. 

$35.00 Outside U.S. 


Duelist Back Issues* 


EXP 


_SIGNATURE - 

ALL PRICES INCLUDE SHIPPING PLEASE ALLOW 34 WEEKS F OR Dtl ivE RV 


DUELIST MERCHANDISE 


RO. BOX 707 RENTON, WA 98057 9916 
ORDER BY PHONE: (425) 204-8000 ORDER BY FAX <425) 204 5928 
ORDER BY EMAIL: dudlStlfl wizard'-wm 


MAKE CHECKS PAYABLE TO THE DUELIST 

Please specify "U.S. Funds" on all non-U.S. checks or 
foreign bank draft orders. 


SAME- 

STREET ADDRESS 

CITY 'STATEL/'ZJP 

TELEPHONE ( 




* ITEMS SUBJECT TO AVAILABILITY 


8.0% tax (WA resident* only) 

Total (U.S. Funds) 

Okc/visa/disc CJheck 




(U S funds) 

US OuTs«*US 


#1" 


$4.00 

$6.50 

#2 & 

3 

$5.50 

$8.75 

#4-8 


$5.95 

$9.00 

#9 & 

up 

$6.95 

$9.75 

••NUJ 



mty 


PAYMENT METHOD 

CARD NUMBER 

NAME ON CARD 


To order, mail a photocopy of this form to: 
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PRODUCT 


The Duelist advertisers are 
your best source for information 
about their products and services. 

To get more information about 
any product or service, simply tear 
out the card, circle the number on 
the card that corresponds with the 
advertisement, stamp it, and drop 
it in the mail. Best of all, it’s free. 


So start gathering the 
information you want and need 
to stay on top of your game! 


For information about advertising in 
The Duelist and participating in the 
reader service program, contact 

Tit 


duelist 


RO. Box 707 • Renton, WA 98057-0707 

Tel: (425) 204-7262 Fax: (425) 204-5928 


Cctc* or by Mote t nA * »t»T byW^rrf, p| th< 


INFORMATION 



Advertiser In 


f I U/ 


AD 

CODE 


HU 


Babylon 5 (Component Game Systems)_SB 

Babylon 5 (Precedence Publishing)_„_ 49 

Baldur's Gate (Interplay)_10-11 

Cyber Warrior _IBC 

Deadlock II (Accolade). 38-39 

Demon Spirit (Del Rey) _24 

Dractus Publishing. 96 

Dreamers_97 

Duelist Booster Program... 32 

Duelist Merchandise _ 79 

Dune (Five Rings Publishing)_ 41 

European Arena (WotC)__ 53 

Games Galore__ 94 

GameStorm (Aries) . 22-23 

GenCon Early Bird (WotC)_ 45 


GP Australia (WotC) . 56-57 

GP Lyon (WotC)_ 9 

Iguana’s- 70-76 

J & M Enterprises_ 94 

Major League. 96 


Might and Magic IY (New World Computing) _5-7 

National Collector_97 

Neutral Ground___ 94 

Paul & Judy’s_ 94 


Planeswalkers (HicroProse) 
Pro Tour-LA (WotC). 
Psychic Purge. 


JFC-I 

...21 


Scorpion Clan Coup (Five Rings Publishing).. 


...97 

.2 


Shadowmaster tPsygnosis)_OBC 

Star Trek Fajo Collection (Decipher) _35 

Star Trek Fajo Collection (Decipher) _36 

Stronghold (WotC)....50/51/54/55 

Thunder & Lightning_97 

Transactor Technology (SegaSoft)_13-15 

Troll & Toad. 95 

Ultra Pro (Rembrandt) __ |6 


Uncle Jed’s Game Shed_96 

Vanguard Contest (WotC)__47 




































































































You Want Blood 
With That? 



Incubation 
Cooks Up 
Something Nasty 

> by Mike Elliott 

he level of graphic sophis¬ 
tication in computer games 
these days continues to amaze 
me. I’m waiting for the day when 
I’ll be able to wear special glasses 
so I can actually see the blood 
spraying out at me from the 
screen. 1 mention this because 
Incubation, the new game from 
Blue Byte, has graphics that are, shall we 
'.iv. very graphic. It does carry a mature 
(17+) warning label, so you have been 
warned. Personally, 1 have seen so much 
violence in games that Pm not really sure 
what counts as “offensive" anymore. 
Incubation is only slightly more explicit 
than Quake or Duke Nukeni, and 1 see 
lots of kids playing those games. 

The basic premise of Incubation is 
that you control a colony on the distant 
planet Scayra. The barrier separating 
your colonists from the indigenous life 
forms (the “Scay’Ger"—and 1 thought 


JK I 

/ ♦^' k ' \ L 



moves, you can watch from their side; if 
the villainous Scay’Ger turn one of your 
marines into a geyser of blood and guts, 
you’ll have a ringside scat for the carnage. 
The second twist on the standard fare is 
the “take hack this turn” or “do over” func¬ 
tion, which allows you to replay a single 
sequence—unless you’ve lost a marine in 
the process, in which case you’ll have to 
quit and revert to a saved game. The third 
interesting aspect of the game is that the 
action is turn based rather than real time, 
so Incubation plays a lot like the old X- 
Com games, with you and your enemies 
trading turns. 

It is rather surprising to sec new games 
with turn-based sequencing, since the 
current trend is toward real-time games. 

- \ . ... ii . i ■ i r 

Tic: 

DUELIST 


actually a premium item. I have run out 
of ammo and been overrun by monsters 
several times for lack of bullet economy. 
Bayonets are gtxxi against easy aliens like 
the RayTher, but they are not effective 
against some of the heavily armored 
aliens such as the Pyr’Coo (who thought 
up these names? I’m in awe). After you 
defeat a group of aliens, you earn experi¬ 
ence points that you distribute among 
your marines. Experience allows you to 
upgrade your unit s weapons and armor 
so von can defeat the tougher aliens. 

The graphical interface is fairly good, 
although the combat system is a little 
confusing at first. The visual effects and 
graphics are top notch and the campaign 
has over 30 missions, so it will take you a 
while to go through the full scenario. For 
those interested in strategy games, this is 
a good offering, although the long term 
play value is questionable. After you run 
through the entire campaign, the game 
loses its kick. My advice is to take your 
time, pick targets you can hit, and enjoy 
the view. ■ 

Mike Elliott t jerks for Wizard* R&I) in real time. 
but be writes software reviews for The Duelist n a 
turn-based strategic system. 



r\L.UEJLT\iJir Is a leading computer and 
video company and the makers behind legendary hit 
series such as Deadlock. Test Drive, Star Control and 
Jack Nicklaus Golf. Accolade wants to know... 

1. Do you own a PC computer with at least a 
Pentium 90 (or equivalent) processor? 

2. Do you own a Sony PlayStation T 
1 Do you subscribe to any computer game magazines? 

4. Do you have access to the Internet? 

5. Are you planning on upgrading your computer 
in the next year? 

6. Have you ever bought products over the Internet? 


TIME IS RUNNING OUT 


READER SERVICE CARD 

To recehe free information about ton product or strike, simph 
tear out this card, select and li/de at least one but no mart 
than 30 numbers beta* that awres^ul »ith the ad\erth< 

merit, complete yvur name and address, and drop it m the mad. 


YES 

NO 

□ a 


□ c 

□ d 

□ c 

Of 

□ g 

□ h 

□ l 

□ k 

□ l 


AD INDEX NUMBERS 

(circle to receive more Mormrlion) | 

[ 1 

9 

17 

25 

33 

41 

49 

57 | 

1 2 

10 

16 

26 

34 

42 

90 

56 

1 3 

11 

19 

27 

35 

43 

51 

50 

4 

12 

20 

26 

36 

44 

S2 

60 

I 5 

13 

21 

29 

37 

45 

S3 

61 

6 

14 

22 

30 

36 

46 

54 

62 

7 

15 

23 

31 

39 

47 

56 

63 

8 

16 

24 

32 

40 

46 

56 

64 


_STATE. 


-ZIP- 


PHONE 


EMAIL_ 


Card must ba rafcmad by Apr* 14. 19 
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cc 


The Duelist advertisers are 
your best source for information 
about their products and services. 

To get more information about 
any product or service, simply tear 
out the card, circle the number on 
the card that corresponds with the 
advertisement, stamp it, and drop 
it in the mail. Best of all, it’s free. 


So start gathering the 
information you want and need 
to stay on top of your game! 


For information about advertising in 
The Duelist and participating in the 
reader service program, contact 
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Babylon S (Precedence Publishing) 
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1 1 
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Want to find out more about 
the products and services 
seen in The Duelist ? 


Complete the reader service 
card here and you 11 get all 
the information you need! 
































































trading 


mm 


s% 


c '> t- A i V b i 


'"■''. it y.ji's,. 



YoU Want Blood 

With That? 



Incubation 
Cooks Up 
Something Nasty 

> by Mike Elliott 

he level of graphic sophis¬ 
tication in computer games 
these days continues to amaze 
me. I’m waiting for the day when 
I’ll be able to wear special glasses 
so I can actually see the blood 
spraying out at me from the 
screen. 1 mention this because 
Incubation, the new game from 
Blue Byte, has graphics that arc, shall we 
say, very graphic. It does carry a mature 
(17+) warning label, so you have been 
warned. Personally, I have seen so much 
violence in games that I’m not really sure 
what counts as “offensive" anymore. 
Incubation is only slightly more explicit 
than Quake or Duke Nukem, and 1 see 
lots of kids playing those games. 

The basic premise of Incubation is 
that you control a colony on the distant 
planet Scayra. The barrier separating 
your colonists from the indigenous life 
forms (the “Scav’Cer"—and 1 thought 
Magic's “Suq’Ata" was a goofy name) has 
been destroyed and some unknown virus 
is turning the locals into crazed monsters 
hell-bent on killing you. You have a 
squadron of marines to fight them off, 
hard-as-nails warriors who aren’t afraid 
to fight and use bad language—which 
they do frequently. Did I mention this 
game is probably not for the kids? The 
marines have a wide variety of weapons, 
and you get access to new weapons in the 
later missions to deal with the improved 
mutants you face. 

The game uses the still-evolving 3-D 
interface with several unusual wrinkles. 
First is the rotating camera: you can shift 
your view with the mouse to look at the 
action from any angle. When the enemy 




moves, you can watch from their side; if 
the villainous Scay’Ger turn one of your 
marines into a geyser of blood and guts, 
you’ll have a ringside scat for the carnage. 
The second twist on the standard fare is 
the “take back this turn" or “do over" func¬ 
tion, which allows you to replay a single 
sequence—unless you’ve lost a marine in 
the process, in which case you’ll have to 
quit and revert to a saved game. The third 
interesting aspect of the game is that the 
action is turn based rather than real time, 
so Incubation plays a lot like the old X- 
Com games, with you and your enemies 
trading turns. 

It is rather surprising to see new games 
with turn-based sequencing, since the 
current trend is toward real-time games. 
Turn-based strategy games like this defi¬ 
nitely have their niche, however, and one 
advantage to such systems is that you 
don’t need the manual dexterity that you 
do with real-time games. I lose a lot of 
real-time games because I’m just not as 
fast with the mouse as some of my asso¬ 
ciates (this great excuse is not copy 
righted, by the way, so feel free 
to make use of it). 

One of the more annoying 
aspects of the early game is 
that vour weapons keep over¬ 
heating, sometimes after only 
two or three shots. Also, 
unlike some of the combat 
games of this genre that allow 
infinite reloads, ammo is 


WARNING: This 
article concerns a 
game that is 
intended for mature 
audiences only. 


actually a premium item. 1 have run out 
of ammo and been overrun by monsters 
several times for lack of bullet economy. 
Bayonets arc good against easy aliens like 
the Ray’Ther, but they arc not effective 
against some of the heavily armored 
aliens such as the Pyr’Coo (who thought 
up these names? I’m in awe). After you 
defeat a group of aliens, you cam experi¬ 
ence points that you distribute among 
your marines. Experience allows you to 
upgrade your unit’s weapons and armor 
so you can defeat the tougher aliens. 

The graphical interface is fairly good, 
although the combat system is a little 
confusing at first. The visual effects and 
graphics are top notch and the campaign 
has over 30 missions, so it will take you a 
while to go through the full scenario. For 
those interested in strategy games, this is 
a good offering, although the long term 
play value is questionable. After you run 
through the entire campaign, the game 
loses its kick. My advice is to take your 
time, pick targets you can hit, and enjoy 
the view. ■ 

Mike Elliott worksfor Wizards R&D in real tim 
but be writes software reviews for The I )uclw n a 
turn-based strategic system. 



TIME IS RUNNING OUT 

Blue Byte Software 
Schaumburg, IL 


FORMAT 

CD-ROM for Windows 95. Minimum System 
Requirements: 90 MHz Pentium, 16 MB RAM. 
2x CD-ROM drive. 2 MB Direct X compatible 
graphics card. 




« CONTACT 
Samantha Flynt 
Blue Byte Software, Inc. 

807 Higgins Road. Suite 143 
Schaumburg. IL 60173 
<www.bkiebyte.com> 
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There’s a 
Whole Wide 
World in 
There 

Ultima Online: 

Get a Virtual Life - b ' M ' k ' E "“"' 

S uppose it s a Saturday night and you want to play a game with six or seven 
^friends. None of your apartments can hold eight people, hut you all have 
W Computers so you can fire up a game of Warcraft or Duke Nukcm over 


Ultima Online 


the Internet...but suppose you are a Wizards of the Coast game designer and you 
have hundreds, maybe even thousands of friends? What do you do then? Well Origin 
has come up with a solution with their latest release, Ultima Online. 

I o play the game you must purchase 
the software and you need a local Inter¬ 
net Service Provider. When you install 
the software and run the program, you 
arc connected to the account manager 
and can set up an account. 1 he account 
requires a credit card and the game ser¬ 
vice runs about S10 a month for unlim¬ 
ited time. I here are currently seven 
servers set up in different geographic 
regions of the U.S. 

You begin by creating your online 
and customizing your starting 
skills and attributes. You can 
also customize your appear¬ 
ance (or “paper doll” as it is 
referred to in the game): 
options include gender, skin 
color, facial hair, and a variety 
<>t hair styles ranging from 
bald to ponytail in the color of 
your choice. Choose a name, 
and you’re ready to begin play. 

The game does not come 
with an instruction manual. 



but an electronic manual is available at 
<www.ultimaonlinc.com> and is updated 
as the game changes. Ultima Online ha< 
an innovative feature that will probably 
become a staple in future online gaming: 
when you log onto the server to play, the 
game checks the version of the software 
you’re using and automatically patches 
your program with the latest version and 
bug fixes. This allows Origin to continu¬ 
ally update the program and correct anv 
abuses or problems without inconve¬ 
niencing players. 

Your character starts out fairly weak and 
without many resources, and you arc 
forced to do a variety of economic tasks to 
generate money (tailoring, mining, beg¬ 
ging, tinkering, blacksmithing, and scrib¬ 
ing). You may also choose a life of crime 
and make your money by stealing from 
other people, but this lowers vour chara. 
ter s reputation and annoys a lot of the 
other players. Besides, if you arc caught, 
Guards teleport in and kill you (crime 
really doesn’t pay, docs it?). The Guards 
arc somewhat godlike in that they can take 
down any monster or player in one hit and 
I have yet to sec them miss. 

Once you get enough money to ade¬ 
quately equip your character and build up 
your stats a bit (say, by beating on the 
practice dummies in the training room), 
you arc ready to leave the relative safety of 
the cities and go wandering the country 
side. Your character is still fairly weak and 
most of the monsters will crush you like a 
bug. You generally start out by killing 
small animals, which is still no easy feat 
for a beginning character—the mighty 
Richard Garfield ran in terror from a goat. 
Eventually you build up your combat ski!’' 
to the point where you can take on mon¬ 
sters. When starting out, the best combat 
strategy is to just run away, especially it 
you get down to a third of your life. Mo>t 
monsters can’t keep up, and you’ll live to 
fight another day. 

The most amazing element of the game 
is its social interaction. Ultima Online 
much like a roleplaying game in thi' 
respect, except you can interact with liter 
ally hundreds of other players during an 
adventure and talk with anyone you meet. 
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The conversation appears above the 
head of the speaking character and can 
he seen bv anyone within one screen, so 
it s a great way to chat with your friends 
while recovering from a heating by local 
monsters (or livestock). Traveling in a 
group has several advantages. You have 
someone to help you fight the more 
powerful monsters that are difficult for 
even the highest level characters to 
defeat one-on-one. You also 
have someone to pick up 
vour items or watch them 
for you if you get killed. 

Speaking of “killed,” 
expect to die a lot in the 
beginning and some more 
later on. Death isn’t the hor¬ 
rid inconvenience you might 
think. When you die, you 
have the option of instantly 
resurrecting your character 
and losing some skills, or 
playing as a ghost. The 
important lesson you will 
learn early on is that your 
characters stats and skills am 
much more important than 
any of your items, for what is 
steel compared to the hand that wields it? 
Because of this, you should always play as 
a ghost unless you’re a beginning charac¬ 
ter. Your ghost wanders around the map 
until you come across a shrine or a wan¬ 
dering healer who will raise you from the 
dead. Your items stay where you died and 
may or may not be there when you get 
back to your body. Often you will have to 
purchase or acquire new items, so it’s 
important to keep some money in the 
bank for those bad hair days you’ll have 
during your trawls. 

One of the other important reasons to 
join up with other players is that everyone 
you meet won’t necessarily be friendly. 
The game has an interesting feature that 
allows you to see the relative notoriety 
level of other players and non -player 
characters (NPCs). When you double 
click on another player’s figure, it brings 
up their paper doll and their title, which 
is a combination of their notoriety and 
their highest skill level. The notoriety 


ranges from Dread Lord or Lady (the 
most evil) to Great Lord or Lady (the 
most good), with steps between such as 
honorable, noble, dastardly, and so on. 
The game rewards you somewhat for 
being good. If you have a high enough 
notoriety, other players and NPCs will 
how to you when you walk by, which is 
fairly amusing to watch. Shopkeepers 
will he more willing to deal with you if 






< I 




dungeons. If you pool together with 
other players, you can share a larger house 
or a castle, maybe buy some furniture and 
a couple paintings. Many players belong 
to informal guilds in which players watch 
each other’s backs while playing, and 
these groups often share buildings. 

The game is monitored by a game 
master on each server who maintains the 
server and has the power to create ran¬ 
dom events. Ultima Online 
also provides counselors who 
answer questions and help 
players with problems. The 
best source of information, 
however, is other players. 
Most of the more experienced 
players will not mind answer¬ 
ing an occasional question, 
and many of them will help 
out beginning players with 
advice or items. There is a 
plethora of Web pages with 
maps and information about 
various aspects of the game, 
and there’s a strategy guide 


you have positive notoriety, and 
Guards will attack if you go into 
town and you’re evil enough to 
qualify as a Dread Lord. On top 
of that, many players will attack 
evil characters on sight, so plan on 
a hunted existence if you want to 
stray to the dark side. Despite 
these incentives to he good, several play¬ 
ers arc decidedly evil, a valid reason to 
travel with a group. 1 have been killed a 
few times by “player killers.” Once 1 was 
able to get a posse together and hunt 
down the infidels, hut sometimes the had 
guys just plain get away with it. 

Ultima Online also plays a lot like a 
roleplaying game. There are not really 
any defined goals and there is no victory 
condition. You improve your character’s 
abilities and accumulate items, includ¬ 
ing some interesting magic items and 
weapons. You can amass spells in your 
spellbook and purchase a house or a 
boat once you start “finding” money in 


put out by the company that has some 
useful information, although parts of it 
are out of date due to program changes 
since it was produced. 

Overall, I have found Ultima Online 
to be enjoyable, although fairly time 
intensive. Origins has efficiently solved 
most of the major problems with 
server-based games and the final prod 
uct is quite remarkable and well worth 
examining for yourself. ■ 

Mike Elliott has lost many a good friend to the dan¬ 
gers of Ultima Online. He still can’t talk about the 
vicious badger attack that turned his last foursome 
into a solo act. 
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► by Beth "BethMo" Moursund 


Socializing 


inShandalar 


ManaLink, TEN Bring PC Duelists Together 


he biggest complaint about Micro Prose'*s com 
puter version of Magic: The Gathering has 
always been that the computer isn’t clever enough. 
On the average, it plays about as well as a human 
beginner. Sometimes it comes up with tricky plays, 
but it also blunders a lot. From day one, players have 
been clamoring for a version that would allow them 
to play against other humans over the 
Net...by the time you read this, it 
should be here. We talked to Micro- 
Prose’s Steve Haney and to Alessandro 
Del.ucia, the producer for MicroProse 
Magic, about whats in the pipeline and 
possibilities for next year. 


ManaLink: Free! Free! 
Everything’s Free! 

I he ManaLink software will be available as 
a free download, compatible with both the 
original Magic:! he Gathering PC game as 
well as the Spells of the Ancients PC expansion. 

ManaLink will let you play across a modem or 
a local network; it will also give anyone with an 
Internet connection access to GatberingNet , 
which will he hosted by I EN (Total Entertainment Network). 
Unlike current TEN games, though, GatberingNet won’t cost you 
anything to use. 

• Wc'rc inaugurating what [TEN is] calling their ‘free area’,” 
said DeLucia. “No signup charge, totally free. They’ve heavily 
modified their [player interface] to support Magic.” 

When you connect to GatberingNet , you’ll be able to look 
through the lists of connected players, chat with them, and leav 



messages for players who aren’t online. You can filter the lists l n 
skill level, connection reliability, or look for specific friends 
Once you’ve found someone you know you like to play, you can 
invite them to duel. If they accept, you set the duel parameters— 
* no ■“** ^ Play or “best-of-X” duels - and the deck 
types. ManaLink will initially support four formats: Classic 


i'r n pi • • 1 * Classic 

(Ivpc 1), Classic Restricted (Type 1.5), Highlander (no duplicate 


cards except basic land), and Wild (anything goes). Once i 
format is set, you’ll each select a deck from those you’ve prr. 
ously built and saved on your own computer. The “pick li-t" 
only show decks that arc legal for the format you specified. 

Once you've chosen your decks, GatberingNet will hand v 
trol back over to your individual computers, which will v 
directly to one another using what the, 
puter folks call a “peer-to-pecr sockr 
instead of passing everything through T! \ 
After the match is over, it will report 
connection to TEN to record the rcsultv 
Security with the peer-to-peer socket i> 
a primary concern. “We’re doing whatever 
we can to avoid cheating," said DeLucia. 
“We’re trying to encrypt the hand and 
deck so that people can t peek. We vt g< 
things in there that track a persons rate 
of disconnecting, how often their con¬ 
nection drops...which could either 
mean their connection’s really bad. 
they just like to pull the cable out < 1 
the modem when they’re losing It 
you want to avoid people like that, you’ll be able to 
ter the list of players.” 

(ui/beringNet is not only the back-end engine that pr > 
player matching,” Steve I laney added, “but it will also have 
cussion groups, places where people can upload and down 
deck tiles...the current GatberingNet provides some of that, 
the revised site will be more robust and have cooler things 
GatberingNet will also track player ratings in much the “ 
wa\ Arena and the DC1 do. Each match you win will inen 
your rating, and each loss will decrease it. The amount 
itu rcasc or decrease depends on the difference between your *■ 
rent rating and your opponent’s. 

MicroProse hopes to have GatberingNet up and running 
time tor the Christmas holidays. As a special promotion inti 
1^ b to thank those who bought the first expansion (Spells of th 
Ancients), the first two weeks of GatberingNet will only " • 
with that expansion; after that, it will be opened up to every 
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Duels of the Planeswalkers: 

More Cards 

ManaLink isn’t the only thing MicroProsc is trying to finish in 
time for the holidays. The second expansion, Duels of the 
Planeswalkers, should ship at the same time. Duels of the 
Planeswalkers was originally planned as a bundle combining 
the original Magic PC game, Spells rfthe Ancients, and Man 
al.ink, hut due to high demand for more cards it has been 
dunged. Instead of the cards from Spells of the Ancients, it will 
feature over 80 new cards selected from Legends and The Dark. 
Those hoping for Moat and Mana Drain will have to keep 
holding their collective breath; the set doesn’t include any 
major “spoiler” cards. It does, however, include some favorites 
like Fallen Angel, Thunder Spirit, and all the Kobolds (see 
sidebar for a full list). 

Steve Haney anticipated the grumbles this change may 
cause. “Now what you may be saying is: ‘Wait a minute, 
what if I already bought the original Magic: The Gather¬ 
ing (PC game], I downloaded ManaLink for free, and now 
I want just the new cards—I’m getting ripped off because 
I’m going to have to pay $45 just for the new cards?’ If you 
own the original Magic: The Gathering PC game, we will 
give you SI 5 back as a special 
rebate. So roughly 80 new cards 
will end up costing you what a 
standard expansion would cost you, 
about $25 to $30.” 

Future Possibilities 

None of the plans for next year are 
definite yet, but we were able to coax 
Haney and DeLucia into mentioning 
a few of the possibilities. 

More cards arc definitely in the 
works, but it hasn’t been decided 
whether they’ll keep going with the 
oldest cards, or skip a few expansions 
and work on those needed for Stan¬ 
dard (Type II) pi ay. 

Haney said that MicroProse has 
been involved in tentative talks with 
TEN about hooking Magic: The 
Gathering into their Professional 
Gamer’s League (PGL), which will 
be holding Internet tournaments 
with large prizes for various games. 

“This is all preliminary, though,” he 
cautioned us. “The current software 
architecture is just not robust enough 
to not be hacked.” 

DeLucia continued, “We’re look¬ 
ing into having someone do a 
secured server for us, so you can 


have secured tournaments online. They could do the Pro 
Tour from a server somewhere at a Game Center instead of 
having everyone fly in from God knows where.” 

\nothcr popular demand is the ability to engage in sealed- 
dt i k or Jr.itt play over the Net. DeLucia said they’re looking 
into both possibilities. Spells of the Ancients already has most of 
the interlace needed for sealed deck, so hooking that up for 
multiplayer is a strong possibility; drafting, he said wryly, “is a 
little more difficult.” 

MicroProse is also investigating the possibilities inherent in 
expanding the Shandalar element of the original Magic PC 
game into a multiplayer game. In the long term, they’d like to 
revamp Shandalar completely, making it a place where litcrallv 
thousands of players can meet, compete, and explore at their 
own pace. Now that ManaLink allows for one-on-one compe¬ 
tition, true multiplayer adventuring is the next logical step. 
Watch this space for future developments, because you’ll he ir 
about it from us first. ■ 

Beth Mour\und, DCl judge and frequent Magic auth - . .;•// 

cruising the GuthcringNct like a rogue shark, snacking on the foolish and 
the unwary. 


The More, the Merrier 

Duels of the Planeswalkers adds these 84 cards: 


Acid Rain.Legends 

Alchor's Tomb.Legends 

Angelic Voices.Legends 

Azure Drake.Legends 

Banshee.The Dark 

Barbary Apes....Legends 

Beasts of Bogardan.Legends 

Bog Rats.The Dark 

Bone Flute.The Dark 

Boomerang.Legends 

Cat Warriors.Legends 

Cleanse.Legends 

Crimson Kobolds.Legends 

Crookshank Kobolds.Legends 

Darkness .Legends 

D’Avenant Archer .Legends 

Devouring Deep .Legends 

Divine Offering .Legends 

Elves of Deep Shadow..The Dark 

Emerald Dragonfly.Legends 

Eternal Flame.The Dark 

Exorcist.The Dark 

Fallen Angei.Legends 

Fire Drake.The Dark 

Fountain of Youth.The Dark 

Ghosts of the Damned...Legends 

Giant Turtle.Legends 

Goblin Digging Team ....The Dark 
Goblin Hero.The Dark 


Great Defender.Legends 

Greater Realm of 

Preservation.Legends 

Headless Horseman.Legends 

Hell Swarm.Legends 

Hidden Path.The Dark 

Holy Day.Legends 

Holy Light.The Dark 

Hornet Cobra.Legends 

Hyperion Blacksmith ...Legends 

Infernal Medusa.Legends 

Inquisition.The Dark 

Ivory Guardians . Legends 

Jovial Evil . Legends 

Keepers of the Faith ....Legends 

Knights of Thorn.The Dark 

Koboid Drill Sergeant ..Legends 

Kobold Overlord . Legends 

Koboid Taskmaster . Legends 

Kobolds of Kher Keep ..Legends 

Life Chisel . Legends 

Lifeblood . Legends 

Merfoik Assassin . The Dark 

Miracle Worker . The Dark 

Mold Demon . Legends 

Moss Monster . Legends 

Mountain Yeti . Legends 

People of the Woods..The Dark 
Pixie Queen . Legends 


Raging Bull.Legends 

Relic Barrier.Legends 

Remove Soul.Legends 

Reset.Legends 

Righteous Avengers.Legends 

Riptide.The Dark 

Savaen Elves.The Dark 

Scavenger Folk.The Dark 

Serpent Generator.Legends 

Shield Wall.Legends 

Spinal Villain.Legends 

Spiritual Sanctuary.Legends 

Squire.The Dark 

Storm Seeker.Legends 

Syphon Soul.Legends 

The Drowned.The Dark 

Thunder Spirit.Legends 

Typhoon.Legends 

Walking Dead.Legends 

Wall of Earth....Legends 

Walt of Heat.Legends 

Wall of Light.Legends 

Wall of Opposition.Legends 

Wall of Tombstones.Legends 

War Barge.The Dark 

Water Wurm.The Dark 

Witch Hunter.The Dark 
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The Kan Behind 

the Kadness 


T he works of H.P. Lovecraft inspired the creation of Call 
of Cthulhu and Mythos because the concepts and 
messages found in his stories are fertile ground for 
exploration in games, art, music, and other media. The stories 
themselves, which received scant public notice in Lovecraft’s 
lifetime, are now enjoying a well-deserved resurgence of lit¬ 
erary popularity. Lovecraft is now widely recognized as the 
preeminent horror writer of this century, influencing the likes 
of Stephen King, Robert Bloch, Robert E. Howard, Clive 
Barker, Brian Lumley, and Ramsay Campbell. 

The tales themselves describe the influence of a variety of 
malevolent and otherworldly entities on our world. Chief 
among them is Cthulhu himself, a Great Old One, from whom 
the Mythos takes its name. According to legend and 
prophecy, Great Cthulhu is supposed to rest in a bizarre city 
far beneath the surface of earth’s oceans, sleeping and 
dreaming until the time when “the stars are right” and his 
city again rises above the waves, freeing him to ravage our 
helpless and unsuspecting world. Cthulhu is but one of the 
terrifying, god-like beings of the Mythos. These fearful enti¬ 
ties, such as Shub-Niggurath, Hastur, Yog-Sottoth, and 
Nyariathotep, exist in a time and space coterminous with our 
own, and yet are trapped outside our world until they are per¬ 
mitted to enter through unwitting—or worse, deliberate — 
human assistance. 


Call of Cthulh 


u is an exercise in cooperative storytelling. 
Although the Keeper has the most control over the game, the 
best sessions of Call of Cthulhu arc those in which the Keep 
and Investigators collectively determine the manner in whi 
the story unfolds. Call of Cthulhu is, above all else, a game 
mood and atmosphere. The Investigators make valiant 
attempts to examine, confront, and overcome often lethal 
challenges as their Sanity slowly erodes. They may live to f 
another day, go insane, or fall prey to the cunning plans of 
more diabolically powerful beings. 

The Cards Follow Suit 

The Mythos trading card game also casts each player 
Investigator, an 01 

upon the mysteries of the Cthulhu Mythos 
the game is for each Investigator 


Like Call of Cthulhu, Myth 


ios offers players the oppor¬ 
tunity to confront unearthly terrors across space and time. 
>cr Vbe Limited Edition , which consists of a basic set and several 
ch expansions, and the Standard Game Set (Unlimited Edition) 
of arc set in the 1920s. The Dreamlands standalone set brings the 
game's action into Lovecraft's domain of sleep and dreams, 
while the new Strange Aeons expansion allows players to com- 
fight plcte modem (1990s) adventures. 

Both Call of Cthulhu and Mythos offer players an exciting 
opportunity to explore different interpretations of Love- 
craft's unique ability to instill his readers with a profound 
sense of horror and dread. Whether a player prefers to create 
his or her own Investigator and rolcplay a desperate mission 
to thwart the evil plots of Great Cthulhu, or would rather 
engage in a rapid attempt to complete a Lovccraftian tale of 
terror against an equally determined opponent, he or she can 
be certain of enjoying the awful thrill of exploring Lovecraft s 
stark, terrifying reality. ■ 


as an 

rdinary person who accidentally stumbles 

The object of 
to complete an adventure 
by playing a particular combination of cards listed on a 
selected story card, in any order. Each player prepares his or 
her Mythos deck with the cards that will, with a bit of luck, 
be effective in completing the adventure. Like most trading Jason Carl , 
card games, Mythos is faster paced than most rolcplaying anJNyarla 
games; while a single Call of Cthulhu game session may was no bigg 
span weeks or even months of real time, a typical game of 
Mythos lasts about 20 minutes. 

Mvthos cards represent locations, activities, persons, 
objects, spells, and creatures that figure in each adventure. For 
example, an Investigator might be required to travel to the tiny HHH 
village of Dunwich (location), where he or she has to meet with 
a police officer (person), obtain an enchanted book of spells ^B B 

(object), and then return safely home to Kingsport (location). BBB 

In order to complete this adventure, the player must success- BMRHMIH 

fully bring each card into play. Sound easy? It isn’t. While trv- HVMH 

ing to complete the adventure, the player's opponents arc HlHili 

doing the same. To make matters more difficult, players 
attempt to impede each other’s progress by forcing opponents' 
[Investigators to confront the loathsome creatures and beings 
that populate Lovecraft s stories. Naturally, facing these awful 
Identities and casting spells that can defeat them takes a signifi¬ 
cant toll on an Investigator’s mental equilibrium. 

The Sanity rules which add so much flavor to Call of 
Cthulhu are echoed here as well, with some key differences. Bmm 

Mythos Investigators each begin the game with the same BdES 

number of Sanity Points (20). Using powerful spells or con- BiSSi 

fronting monsters causes Investigators to lose a number of BmM 

Sanity' Points noted on the specific cards. Players try' to reduce Bp#M 

their opponents’ Sanity Points by placing these supernatural BmmI 

obstacles in their decks and bringing them into play to 
obstruct their opponents' adventures. Likewise, players may BiPlW 
equip themselves with protective spells or artifacts, but these 
also take their toll on the caster s Sanity. If a player is reduced 
to zero Sanity' Points, he or she loses the game. 
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Welcome 

__ to His 

If lghtmare 

Lovecraftian Horror 
Inspires Great Gaming 

H P. (Howard Philips) Lovccraft wrote that the 
oldest and strongest emotion is fear, and that 
the very strongest type of fear is the fear of the 
unknown. This simple yet elegant premise 
guided Lovecraft *s pen through the course 
of dozens of chilling short stories and 
novellas he wrote in the 1920s and 1930s. These talcs form 
the backdrop for two excellent games from Chaosium, Inc. — 
the Call of Cthulhu roleplaying game and the Mythos trading 
card game. Both games incorporate similar elements in an 



► by Jason Carl 


attempt to emulate the style and feel of the Cthulhu -M Helios, 
the collective term coined for the supernatural jMKems 
found in Lovecraft's tales (sec sidebar). 

Hearing the Call 

Call of Cthulhu, now in its fifth edition, is an awanj^Rning 
triumph of roleplaying game design. The simple i^Hfttilc 
system is extremely easy to learn and use, eveni^Khose 
entirch new to adventure gaming. The basic rule the 

game in the 1920s, the period many players feel 
sents the flavor of Lovecraft’s original stories; silj^^Kents 
allow plavers to explore the Victorian era (the 189Qj^Re fic¬ 
tional lands of sleep (the “Dreamlands’'), and thj^Bdern 
world (the late 20th century ). 

The game relies on an economical rules sy stem s 

players to create characters almost immediately. IJ^HLmost 
rolcplaving games in which players create heroic ana^Rfcpcr- 
human player characters (PCs), most Call of Ctliulft^Btarac- 
ters arc ordinary men and women called “Investig^HT who 
become inadvertently (and sometimes rcluctantly)kRght up 
in the machinations of the Cthulhu Mythos. TvwErI PCs 
include nearly any profession that exists in the adRjpriate 
time period—private investigators, journalists, dtflpntes, 
archaeologists, and parapsychologists. PCs possess (Rtacter- 
istics familiar to most roleplayers (strength, coniSturion, 
intelligence, and so on), as well as skill sets approprhiRto their 
profession. Scholars are often adept at Library UscpRr exam¬ 
ple, while a private eye might be possess a high Mkndgun 
Attack score. Thus defined, the Investigators are reldy to pit 
themselves against the sinister plots prepared and nvrated by 
the Keeper (game master). £ 

Call of Cthulhu strives to recreate the chilling aRbsphere 
and sinister mood of Lovecraft’s works, andRuceeeds 
admirably through its “Sanity " rules. Each Investflfer pos¬ 
sesses a measure of mental stability; this SoBr score 
decreases when the character is exposed to the bl*^terrors 
hidden in the darkest corners of the earth — pr®plasniic 
Shoggoths, foul winged Bvakhee, or the inscrutabwfeen Mi- 
Go. When an Investigator’s Sanity score passeXtfcertain 
threshold, the character may go temporarily insanejfetpiiring 
the player to roleplay various types of madness, frail Agora¬ 
phobia (fear of open spaces) to Thallasophobia (fe'ar of the 
sea). Many Call of Cthulhu players feel that convincingly 
portraying their Investigators’ bouts of insanity is one of the 
most enjoyable aspects of the game. While Sanity can be 
restored by defeating the monsters and plots of the antago¬ 
nists, many characters never fully recover and are left with 
permanent psychoses or neuroses. If an Investigators Sanity 
score ever reaches zero, he or she becomes a non-player char¬ 
acter (NEC) under the Keeper’s control, and the player must 
create a new character. 
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FIVE RINGS ROUND-UP 

) by Wolfgang Baur 
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Y ANY NORMAL 
reckoning, the Legend 
of the Five Rings (L5R) TCG 
should be long dead. In fact, most of the 
game’s contemporaries are all long gone. 
Does anyone still play, or even remember, 
Blood Wars or Shadowfist? They all debuted in the same 
year (1995), but L5R refused to lie down and die. If 
Magic: The Gathering is the game that took the world by 
storm, L5R is the game that wouldn’t quit. 

Ancient History 

In a perfect world, the partnership that created L5R 
would have been sealed over a round of sake. As it was, 
the pact that led to the games creation was instead 
sealed over beers and shots at the Safe House spy bar in 
Milwaukee, Wiconsin during the 1994 Gen Con frenzy. 

Two groups signed the pact. The first was Aldcrac 
Entertainment Group (AEG), led by John Zinscr, with 
Dave Williams (a strong Magic player with a lot of ideas 
about making “a better Magic than Magic”), Dave Seav, 
and Jolly Blackburn. The second group was Isomcdia, a 
distribution company led by Rvan Dancey and including 
Steve Milton, Bruce Straughan, and Geoff Combs. The 
two sides were a good fit: AEG lacked money and orga¬ 
nizational ability, but had proven itself creatively by 
launching Sbadis magazine. Isomcdia lacked game design, 
art, and production talent, but it did have business experi¬ 
ence and plenty of financial smarts. 

Isomcdia and AEG chose to create a game based on the 
legends and heroic sagas of feudal Japan. The name of the 
game was taken from The Book of the Five Rings , a famous 
work of strategy and philosophy by one of Japan’s most 
notorious ronin, Miyamoto MusashL The AEG/Isomcdia 
joint venture (which would become known as the Five 
Rings Publishing Group, or FRPG) was born. 

The Long Road 

The project ran into trouble almost immediately. Every¬ 
one and their dog was putting a TCG on the market in 
the spring of 1995, but the influx of new games meant 
that most were failing. Even Magic: The Gathering 
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stumbled, as the Fallen Empires 
expansion was overprinted and retail¬ 
ers started saying “No” to new card games. 

The first problem this situation created was financial: 
there were no backers willing to help pay for a print run. 
The odds of any new game succeeding were so slim that no 
one wanted to take a chance on a relatively new company: 
even Peter Adkison, the CEO of Wizards of the Coast, 
wasn’t interested in investing. He did offer the young start¬ 
up company encouragement and three pieces of advice: 
“Do a test printing of the cards” and “Change the name of 
the game (it’s too long)” and “Provide equity for investors." 
The test printing saved FRPG big headaches, and the lure 
for investors helped a little, but the name stayed the same. 
Isomcdia and AEG were still convinced that if they 
released the game it would sell, but all the fallout from 
1995 meant they had no way to print it. 

As usual, FRPG just didn’t know when to quit and so 
did the only thing they could—they paid for it themselves. 
Some of the money came from credit cards, some came 
from Bruce Straughan, and some of it came from Rvan 
Dancey s parents. Somehow they scraped together enough 
for a small print run. If it went badly, they were all going 
to be much poorer. 

Meanwhile, the tight-knit cadre of L5R artists, led by 
Matt Wilson, kept the group’s spirits up by giving them 
concrete images to focus on. The first batch of artwork 
was a particularly good omen, because it came at a time 
when nothing else was going well. The package came 
from Randy G allegos, an artist who painted Dance of the 
Dead, Mnemonic Sliver, and the Islands from Tempest 
I hat first batch included just two pieces. Fury' of Osano- 
Wo (originally called “Lightning”) and Zombie Troop>. 
but they captured what the designers wanted so well that 
everyone just got optimistic. What they had been work¬ 
ing on for months was starting to take shape. If the artists 
saw and understood what the FRPG crew were talking 
about, maybe the fans could too. 

I he game went to press, and the small company trav 
c c Irom town to town and convention to convention. 

emoing it to anyone who would pay attention. But the;, 
wanted to do something splashy as well, so FRPG did the 




















same thing for L5R that had worked for Sbadis: they gave away 
thousands of copies at the Gen Con Game Fair. In 1996, for 
instance, they held the “$ 100,000 Deck Giveaway" and dished 
out between 10,000 and 14,000 L5R decks (apparently, they 
stopped counting at some point). Certainly, no one could claim 
that the game hadn’t reached the public. 

The gamble paid off. About two months after printing the 
first set, it became clear that the first edition of the game (the 
Imperial Edition ) would sell out fast. Their orders were climb¬ 
ing at a time when almost every TCG’s sales were dropping 
(Magic: Tlie Gathering was the big exception). While this 
meant that Danccv’s parents would get their loan back, it also 
meant that everyone involved in the small company would be 
working 80- and 100-hour weeks. People started sleeping 
under their desks, as it saved the time wasted by commuting, 
showering, and seeing the sun. The Legend of the Five Rings 
TCG was finally up and running strong. 


The Present 

By the end of last year, L5R was riding high on the completion 
of its first major story cycle. The saga of the Clan War had 
ended with the huge, 340-player “Day ofThunder" tournament 
at Gen Con 1997 and the show-stopping, sold-out Time of the 
Void expansion. 

To follow that up, FRPG released the Scorpion Clan Coup , 
an interrelated set of three 50-card mini-expansions, this past 
December. Taken together, the mini-expansions, called 
“scrolls,” form a prequel to the Great Clan War of the main 
game. The first scroll told the story of the coup itself, the death 
of Akodo Toturi, and the crowning of Emperor Shoju. The 
second scroll described the arrival of the Crab clan armies at 
the imperial capital. The third scroll has just appeared in stores 
and describes Toturi s return and the resolution of the siege of 
Otosan Uchi, wrapping up the Scorpion Clan Coup storyline 
and completing a fine standalone subset of cards. The gaming 
and tournament impact of these small expansions will be felt 
as we head into spring. In addition, the prequel setting of 
SCC also neatly matches the timeline of the L5R role- 
playing game; we may see some rolcplaying tie-ins to 
the game as well. 

All across the country, L5R gameplay and 
story development are thriving. Some 
people play just to experience a dif¬ 
ferent story and different flavor, 
while some are tired of other 
card games and want to try 
something new. Regardless 
of the reason, L5R tour¬ 
naments continue to 
sprout up and attract 
new players. The best are the story 
tournaments (sec “Enter the Emerald 
Empire” in Duelist #20) and the special 
sword tournaments in which the first 
prize is a replica of a samurai sword. 

The game’s equivalent of the DCI is 
called the Imperial Assembly, or I A. In 


cooperation with the IA’s ambassadors (that’s “judges” to you), 
the Assembly has grown to 5,000 members strong and is still 
growing fast. The Assembly’s newsletter, the Imperial llerald, 
has recently started sporting a glossy full-color cover, as well as 
articles covering the L5R roleplaying game. The publication is 
promising to expand coverage even further this year. 

Part ol the reason the IA is popular is its newsletter and its 
sanctioned tournaments and rankings. The other reason is that 
L5R, unlike other card games, gives you a reason to save your 
booster wrappers. Each booster wrapper (and a flap from the 
top of each starter) is worth koku* a Japanese term referring to a 
unit of rice. It’s also a unit of currency, and koku arc just that—a 
way to get rare and promotional cards. Anyone who is a mem¬ 
ber of the Imperial Assembly gets a list of what special cards 
are available a few times a year; send in 20 koku and a self- 
addressed, stamped envelope, and the cards arrive a few weeks 
later. Gather enough koku and you can get a watch, a T-shirt, or 
a katana (yes, that means “sword”). That’s why you’ll never see 
garbage cans full of L5R booster wrappers. 

The Future 

Tlie new releases planned for the game this year arc impressive. 
In March, we’ll see the Jade Edition of L5R, marking the fourth 
edition of the core card set. (The first three were the Imperial\ 
Emerald\ and Obsidian Editions.) 

Then, in May, we’ve been promised an entirely new story 
arc, which will kick off with a major standalone expansion 
called The Hidden Emperor. Details arc sparse. The chances for 
great deeds and greater glory have never looked better. I can 
hardly wait. ■ 

Wolfgang Btiur /Hes to imagine he's the Scorpion Clan Mastermindhut he's 
realty more tike the Crane Clan Weasel. More I.SR news and links can he found 
at <www.fpg.com> or at <www.wizards.com>. 
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0 by Luke Peterschmidt 




ello, fellow cardboard-shuffling weasels. 
My name is Luke Peterschmidt and I’m 
about to take a blow torch and hacksaw 
to the classic Rage TCG. I’ve often 
likened what I’m doing with Rage to 
revamping a vintage automobile into a 
sleek street machine...from the frame up. 

I he first thing I did as the mechanic in charge of this 
project was research the old game. I then deconstructed it 
from a design standpoint, and after all the excellent flavor 
of the Werewolf world was removed, I was blown away 
at how solid, even revolutionary, the original Rage design 
was. Sometimes the fundamentals of the game get over¬ 
looked because it has so much character, and I was guilty 
of the same sin. 

The Frame 

The designers of the classic Rage TCG did a fantastic- 
job of capturing all the fury of the Werewolf source 
material, and the fundamentals of the design were wav 
ahead of their time. For instance, one problem that all 
TCG designers struggle with is how to stop an expand¬ 
able game from being “speed degenerate.” Who wants to 
play a game when, after putting hours into your deck 
and working in all sorts of cool combos, you lose in the 
first turn or two? This pitfall gets harder and harder to 
avoid when new cards are released, as each new card has 
the potential to make an already fast deck even faster. In 
a speed-degenerate game, the first few turns usually 
determine who wins. Rage gets around this by starting 
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Research 

While stripping Rage to the bare frame, 1 also did a sur- 
vey of 60 Rage players with varying levels of game 
familiarity and play activity. I learned that most people 
play Rage with four players, so 1 did almost all of mv 
playtesting at that number (don’t worry, it still holds up 
''ell as a two-, three-, or five-player game). I asked a lot 
ot <. Lsl gn related questions, but the two most important 

'u/u did : ° U likc about thc M g^c?" and 

i >ou dislike about the old game?”The answers 

were telling. I he two biggest likes were “no tokens," and 


thc game with a player’s number one resource, Garou, 
already in play. 

Another gem that showed itself as I deconstructed 
Rage was the way Rage uses its Victory Point (VP) sys¬ 
tem to prevent “chip taking,” or thc kind of game in 
which players gang up and beat on the player in the lead. 
Such games also tend to have a lot of “king making," 
when a player who is far behind stops playing to win and 
starts playing to determine which of the other players will 
win—which is, in a word, boring. 

In Rage, players score Victory Points by killing each 
others Garou (and other nasties in thc world of dark¬ 
ness). In a three-player game, for example, if thc sccond- 
and third-place players team up to attack thc leader to 
keep her from clinching victor)', they are actually doing 
her a favor: if, in thc course of defending herself, thc 
leader kills one or more of thc attackers, then she will 
also score the VPs for those kills. 




















simultaneous card play.** The two biggest dislikes were “my 
combat cards flying all over the table” and “timing problems.” 

Oddly enough, these players’ likes actually caused their dis¬ 
likes. Using the cards as markers and having them move all over 
the table is how the designers avoided using tokens, and every¬ 
one playing cards at one time is what caused the timing prob¬ 
lems. The original designers didn’t include tokens because they 
didn t want players to have to carry lots of extra stuff. They 
wanted simultaneous card play to keep all players involved in 
the game all the time. So what did 1 do? 

Io tackle the timing problems while still having all players 
involved, 1 went to a “one-card play” system in which a player 
plays one card, then the player to the left play's one card, and so 
on until all players pass. This keeps all players involved all the 
time and adds some strategy to the order in which players play 
their cards. To tackle the token issue, each player needs only 
one die per Garou to mark the wounds taken bv that character. 
This way cards don’t fly' around the table, and the extra baggage 
players have to lug around is kept to a minimum. 

Buildup 

Now that I had Rage stripped down to the essentials, it was 
time to build a new car from the same great frame. The new 
parts had to be modern to attract a more sophisticated crowd, 
so some changes were needed.... 

Combat. The combat system was almost out of control 
and needed a scat belt, so I made one in two simple steps. The 
first change obliges players to draw a new combat hand every 
combat. This keep them from saving cards until they have the 
perfect (and probably abusivc-as-all-get-out) combat hand, then 
using that hand to stomp the living daylights out of someone. 

The second and much more important change is that a com¬ 
batant’s Rage statistic is now an expendable resource. In the 
original game, if your Garou had a Rage stat of seven, you 
could play all the combat cards in your hand with Rage value of 
seven or less. In the new game, if your Garou has a Rage stat of 
seven and you play a Rage- three combat card, your Garou now 
has four Rage left for the rest of combat (7-3=4.) These two 
changes make combat a much more strategic venture. 

Something else that’s fairly new to the game is the extensive 
use of combat-card combos. Almost every' combat card has a 
cool ability' on it; mixing those abilities in the appropriate way 
with your Garou and gifts can often be the difference between 
winning and losing. 

Enemies and Victims. What fun is racing a car against 
yourself? I found that in classic Rage, many tournament decks 
involved a strategy' in which players put Enemies they wanted to 
kill into their own decks. While this seems fine on the surface, I 
want Rage to be a game in which players arc forced to interact 
with their opponents* decks, not just their own. However, Ene¬ 
mies are an important part of the Werewolf world, so I added a 
lot to them in the TCG. My goal is that if you play the Enemy, 
you have good reasons to keep it alive while all other players 
really want the damn thing dead. For instance, there is a Wynn 
Enemy who stops all normal regeneration—a great addition to a 
deck that has other ways to heal wounds! 

The more Fvc played with this mechanic, the more I’ve 



fallen in love with it. Enemies and Victims tend to have pow¬ 
erful abilities, but removing them from the game is done in the 
standard conflict-resolution way (ripping them apart). In addi¬ 
tion, if a player removes one of rhose pesky Enemies, they 
score VPs for it! 


After-Market Goodies 

What good is a spanking new hot rod if you can’t add things on 
now and then? Rage is being packaged as a monthly release, 
and every month will bring two new tribes (80-90 cards per 
month) into the fray. I was initially leery' of the monthly release, 
as I was worried that spreading the good stuff out over the 
whole year would dilute its impact. However, the more I’ve 
worked on it, the more I’ve seen the benefits of a game 
designed under this schedule. Smaller, more frequent releases 
keep players interested without requiring huge dollar purchases. 
The monthly releases will have basically no rarity', so players 
will only need to buy two starters and eight boosters to have a 
complete set, minus the chase card. (Yes, chase cards arc back 
it was the singularly most requested item from the survey.) We 
will do one or two chase cards a month, but don’t worry: while 
they will he good cards, they will not be overpowering and cer¬ 
tainly won’t be the kind of cards that every tournament-level 
deck must have to be competitive. I’ve even taken the time to 
put in a couple of “dclaycd-fusc combos,” where we will release 
a card that is really good on its own, but combined with a card 
that comes out two or three months later, is just plain killer. 

It looks like I’m out of space already and 1 haven’t even got 
ten into the cool Las Vegas story arc, or the new tribe allc 
giances, or the pack cards, or the...well, you get the picture. 
Our refitted roadster is totally tricked out and the tank is 
full...let’s see where it takes us. ■ 


Luke Peterubmidt designed Guardians and Dark Age ./< well a » a nijty little 
thing that bears trees xvben they fall in the forest. Luke is not responsible for the 
faulty O-rings on the space shuttle , just the non faulty ones. 
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G ame designers have 
always had a great deal 
of difficulty adapting 
“the western” into an 
RPG format. The 
specifics of the genre, 
the difficulty in creating a suitable 
system, and a lack of player enthusi¬ 
asm doomed western RPGs to a 
quick death in the marketplace. That 
is, until 1996, when Pinnacle 
Games Dcadlands took the gaming 
world bv storm. 

Dead land s' success was depen¬ 
dent upon the unique and exciting 
way it approached the western. 
Rather than relying on classic for¬ 
mats, it utilized elements of super¬ 
natural horror and tongue-in-cheek 
humor to enhance the genre’s pri¬ 
mary characteristics. The result is 
not so much the “Wild West” as it is 
the Weird West,’ a place where 
magic is just as real as six-guns, and 
there are things much worse than 
coyotes out in the desert night. 

In Headlands the year is 1876. 
I hirteen years before, a disgruntled 
band of American Indians per¬ 
formed a special ceremony in the 
hopes of driving the white man out 
of America. Instead, they opened a 
gateway to Hell and unleashed a 


Twist on. the Old Nest £ 


plague of evil spirits upon the world. 
Now, over a decade later, the world is 
still recovering from the shock: the 
Civil War rages on as the Union and 
Confederacy battle to a bloody stale¬ 
mate; the Indian nations have 
retaken their ancestral homeland in 
the Dakotas; and California lies 
shattered from a cataclysmic earth¬ 
quake. In the midst of it all, strange 
new phenomena have begun to arise. 
The dead walk the earth, cardsharp 
spcllcastcrs bring down hexes on 
those they don’t like, and Mad Scien¬ 
tists arm themselves with steampunk 
gizmos powered by a new fuel source 
called ghost rock. 

In the midst of all the gothic hor¬ 
ror and Wellsian gadgetry, the cow¬ 
pokes and gunfighters struggle to 
survive on the Weird Western fron¬ 
tier. Both the Union and the Con¬ 
federacy lav claim to much of the 
territory, but neither side has anv 
real dominance. Boom towns and 
rail lines keep springing up, fueled 
by ghost rock and the lawless vio¬ 
lence of men seeking it or fleeing 
from the past. Pinkerton detectives 
and Iexas Rangers conduct a never- 
ending search for evidence of the 
supernatural, destroying what they 
can and hiding the rest from the 


public’s prying eyes. And if you get 
plugged out here, don’t fret. The 
dead got ways of coming back in 
Headlands, and revenge is much 
more fun when the bullets can’t hurt 
you anymore.... 

The success of Headlands allowed 
Pinnacle to expand its license into 
different areas, with miniatures rules 
available and video games planned 
for release in the near future. In 
1998» the l ive Rings Publishing 
Group (FRPG) will release Doom- 
town, the Dcadlands trading card 
game. Like HattlcTcch, Shadowfist, 
and other recent TCGs, Doomtown 
is an effort to bridge the gap between 
the two largest branches of the gam¬ 
ing world: RPGs and card games. It 
combines the rich depth of the 
Dcadlands world with the strategy 
and excitement of thcTCG format. 

flic game is set in a California 
boom town named Gomorra, a wild 
and lawless place where anything 
goes. Gomorra lies atop a huge vein 
of ghost rock, making it a hotbed of 
violence and intrigue. Plavers repre 
sent the leaders of various faction^ 
w ho trv to gain control of the tow n, 
its citizens, and its resources. The 
winner of each game—through 
nerve, guile, or plain old-fashioned 
gun fighting—gets to claim Gomorra 
for his or her very own. The Doom- 
town deck will consist of 52 or more 
cards, made up of Characters, Goods, 
Heeds, News, Magic and other ways 
of driving your faction to promi- 
nence. Players will work through 
their decks several times over in the 
course of a game, reshuffling and 
reusing many of their cards. Play is 
designed to be fast paced and excit- 
ing, mirroring the quicksilver lifestyle 
of the tow n it depicts. 
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The initial release of the game will 
consist of four factions, each with its own 
unique style and flavor. The Law Dogs 
represent the town sheriff and his 
deputies who are bent on maintaining 
order on the streets of Gomorra. Oppos¬ 
ing them are the Outlaws, gunslingers far 
more concerned with profit and revenge. 
The Sweetrock Mining Company moves 
behind the scenes, struggling to keep 
control of the immense flow of ghost 
rock from the town, and the recently 
arrived Mad Scientists* Collegium has its 
own nefarious schemes for exploiting the 
ghost rock. In the months that follow, 
other factions will make their presence 
known, from the mysterious Sioux 
Nation to the ominous Whatelcy family, 
and all of them have their own reasons 
for wanting control of Comorra. 

Players begin forming Comorra itself 
on the card table with their Deeds — cards 
representing buildings and other key 
locations in the town. Each player must 
decide on an appropriate mix of Deeds 
that cither establish control over 
Comorra itself (such as the town hall, jail, 
or important businesses) or Deeds that 
proride resources like ghost rock. Players 
contest control of different Deeds, which 
is the primary source of conflict in the 
game. If you cant grab a location by civi¬ 
lized means, there’s nothing that says you 
cant shoot your wav in. Gamcplay is 
focused on the actions of characters in 
Comorra who must always be prepared 
for a gunfight on the mean streets. Both 
showdowns (between two characters) and 
shootouts (between posses) use a varia¬ 
tion of draw poker to determine winners, 
losers, and the poor schmucks who have 
to drag bodies home. Every card in 
Doom town will have a piece of a poker 
card in the corner, so that slightly weaker 
cards can become more valuable in com¬ 
bat through their high poker value. Bal¬ 
ancing the strength of the cards within a 
deck with their ability to produce good 
poker hands will be one of the most chal¬ 
lenging aspects of deck design. 

While your objective is to gain as 
much control as possible, you must also 
keep the other factions in check. This 
may mean calling out their best gunfight- 
ers for a showdown, or destroying their 
Deeds with a Mad Scientist's contrap¬ 
tion. All of the major players in Comorra 



have a certain amount of influence over 
the towns direction, so you need to make 
sure your influence is always greater than 
vour opponents’. The lead flics fast and 
furious in Doomtown, so you better 
make sure some of vour dudes are left to 
pick up the pieces. 

I .ach faction has its own unique objec¬ 
tive, besides controlling the town 
through selective acquisition of impor¬ 
tant locations. The Lawdog faction 
wants to clean up the mostly lawless town 
and gains victory' points for putting crim¬ 
inals in jail. The controlling members of 


story, developing the lives of the people 
involved and chronicling Comorra's rise 
and fall. Tensions between various fac¬ 
tions will grow, as will the feuds and 
alliances between individual characters. 
Players will have a chance to shape the 
outcome of events through sanctioned 
tournaments and write-in campaigns, 
giving them the opportunity to determine 
Gomorras destiny. Finally, all the con¬ 
flicts will come to a head and a spectacular 
showdown will determine if the town will 
survive or if Gomorra is destined to he 
destroyed like its Biblical namesake. 



In the midst of all the gothic horror and Hellsian gadqetry. the cowpokes 
and gunfighters struqqle to survive on the Heird Western frontier. 


the Sweetrock Mining Company will not 
be happy until they ow n all of the most 
important mines. The Mad Scientists’ 
Collegium is simply looking to make sure 
everyone is dependent on their wonder¬ 
ful inventions, while the hidden goals of 
the arcane Whatelcy' family arc said to be 
a bit more sinister. These unique objec¬ 
tives allow Doomtown to be played on 
many different levels, and the multiple 
winning conditions provide depth and 
complexity to each game. 

Like FRPGs Legend of the Five 
Rings and Wizards’ Weatbtrlights the 
play of Doomtown is based around a spe¬ 
cific plotline. There’s more to Gomorra 
than a simple boom town, and as time 
goes on, the desperate men who occupy it 
will become enmeshed in an old and 
deadlv scheme. Each Doomtow n expan¬ 
sion will reveal more and more of the 



Doomtown s starting set will consist of 
150 cards, and fans won’t he kept waiting 
for each new expansion—one new faction 
and 50 new cards will he released every 
month for nine months as the story pro¬ 
gresses. So strap on vour spurs and check 
the silver bullets in your peacemaker... its 
time to sec w hat you’re made of. ■ 

Rob I aux knows what Gomorra $ final fate will be, 
but be stopped telling people when they kept turning 
info pillars of salt. 
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$2(M) 

«>■.: * Nnl;. 

$7.(X) 

Regnmth 

$6 (X) 

Antiquities 

Armageddon ( l«vk 

* 

$2.00 


$2.00 

^ ( .xul HUM 

$2(K> 

Drafrux Rcvtomtum 

$2.00 


$2(X) 

■ Crolgothian Sylcx 

$4 (XI 

■ Jaium Tome 

$2.00 

I Morlyrx Of Kuril » 

52 CXI 

’ VUn\ War Mkhnr 

$2.00 

^ ( Jhclivk Of ( ruining 

$4 (X) 

IHivkt I ecvh 

$2 cm 

1 Sfupcvhiller 

$3.(X) 

| Tawnm ( 'oflin 

$22 fX) 

; l etravux 

$3.00 

Tnuwnuie Artifact 

$2 (X) 

• Ur/a'v Miter 

$3.00 

I Arabian Nights 

) Aladdin 

$6 (X) 

> All Bohn 

$2.00 

Bottle Of Suleiman 

$3 (X) 

) C'yclone 

$100 

Dondon 

$1.25 

Drxip of Honey 

V45(X) 

| Ebony Horvc 

$3.00 

1 Fyc for an Eye 

$4 (Ml 

1 JondorS Ring 

$2.00 

Jondor’v Soddlehagv 

$200 

Jeweled Bird 

$2 00 

King Suleiman 

$20.00 

Muxnh Cavalry 

$2 (X) 

(Jaw 

$2.00 

SandaJv of Abdallah 

$4 50 

Sindhod 

$100 

W‘> lull Wolf 

$4.fX) 

Beta 


Blare of Glory 

$28.00 

Blcvvmg 

$6 (X) 

('amouflagc 

Vi 1X1 

Cuxir (X KxScxtanKtdSI 25 

Clockwork Beau 

Vi 1X1 

C'ociatncv 

$8 (X) 

Dcathlace 

$6 (X) 

Divimegraie 

$2 (X) 

Dragon WTiclp 

$4 1X1 

Drain Power 

$8 (X) 


Itoartm Demo Irani VI m 


Cuant Grnwth 

$2.00 

llelm of C hai/uk 

$6 00 

lec Skrm 

$2400 

Invisibility 

$300 

Jade Monolith 

$6 00 

Jade Statue 

$1800 

Karma 

$2 00 

Komar* Bell 

$600 

library (If Ixng 

$2.00 

1 ighuung Bolt 

$9 no 

Lure 

$2 00 

Magk ai Hack 

$8 no 

Nettuig Imp 

$3.00 

Paralyse 

$1 25 

Kmct Sink 

$1.50 

Regnmih 

$1200 

Rock llydru 

$10 00 

Rud Of Ruin 

$2 00 

Sena Angel 

$15 00 

Thicket Bovili\k 

$2 00 

Veteran Bodyguard 

$6(X) 

/limbic Ma*ter 

$6 (X) 

Boxes 


ClironKlcv hw BB $W (HI 

lqg( JTSR ToneVd Bx $95 (X) 

Kmuvwokr (iemun $89 (1) 

KvdGrm BB Str 

$225 (X) 

Chronicles 

Angelic Macet 

$4 00 

Arcade* Sabboth 

$4 00 

Chromium 

$4 00 

I rtmain Djinn 

$4.00 

(alien Angel 

$1.50 

Hell'* Caretaker 

$4 (X) 

Land 

$2 (X) 

Nkol Bola* 

$4 (X) 

Palladia- Mot* 

$3.00 

Safe Haven 

$2.(X) 

Vipeni Generator 

$2.50 

S.J Lacr tin- Su.«n» KayNJ V» 

TItmmic Egg 

$1.15 

Vaevu tu Avmadi 

$3 IX) 

Common 

Set 

Alpha 

$69 (Ml 

Arabian Night* 

$59 00 

Dark 


Ball Lightning 

$10 00 

('learning 

$2 00 

Donee Of Many 

$2.(X) 

1 hr* (M Deep Shaduw$2 on 

Goblin Wizard 

$7 (XI 

1 iirker 

$2 00 

Motu Mutex 

$2.50 

Martyr \ Cry 

$300 

Mcrfofk A**a**in 

$3.50 

Null Silvain 

$2 00 

Ptcachet 

$10 00 

P*yclwc Allergy 

$2 00 

Skull of Orth 

$3.50 

W'ikh hunter 

$1 50 

Wiomwood Trcefidk $2 CXI 


Dark - Italian 

Skull OtOrm SI 50 

linker SI 

Fallen Empires 

Acoiipile SI 

Breeding Pit $3.00 

Goblin Warren* $2 00 

Hand (X Just** $150 

<*'..• s:99 

Foreign BB 

Bayou $1100 


97% of all Magic singles in 
1 stock at all times! 

253 Reynolds Road, Keavy KY 40737 USA 
Phone: 1-606-876-2936 10a.m. - 10p.m. Fax: 1-606-878-9061 
e-mail, ordersQaavaulLcom 
i WebSIte: http://www,aqvault.com 

Want to sell us cards? 

1 606 878-9061 / math sec@aqvault.com 
or send an • mail for our newest buylist to: buylist@aqyault,cpm 


$300 
$2 00 
$2 00 


Block Vivc $2 00 

Clone $4 00 

iXrmnriK Tuliv $4 .(10 

Ivory Timer $2 00 

Juggernaut $3 (XJ 

Lightning Bolt $1.25 

Mona Harr $3 00 

Mona Vault $4 (X) 

Mtvhra'v Factory $3 00 

Scrra Angel MAO 

SMRk To Pkmshwr* $2 50 
Veteran Bmlyguonl $150 
Highlander 
Worgame* Wcvi $4 (X) 

Homelands 

Autumn Willow $7.00 

A) ten Crusader $2 50 

Enm the Relentless $150 
Mystic Decree 
Scngir AutocTal 
Saraya the hktm 

Ice Age 

Abyssal Specter $ I 50 

Anarchy $1.50 

Blinking Spirit $600 

Bruvhland $6.00 

Despotic Sccptor $2.00 

(ihovtly Flame $2 00 

Karpluvan Kant $6.50 

Knight of Slrumgald $2 50 

lava Burst $125 

Uiurgoyf $600 

Morton Stnmtgald $4 (XJ 

Necropateoce $7 (X) 

Oreish SqualtcTx $2 00 

lYnUgtum of (hr Age* $2 00 
■■ 

Skeleton Ship $2 00 

Stormbmd $6 00 

Stnwigukl ('ahal $2 <X) 

nut Saab 11 

Indergriiiinil River $6 4X) 

Vexing Areanix $2<X) 

Yavimaya finals $1.25 

Legend Of 5 Rings 

Areot Swtd I jnlTan $20.00 
\a Swnl < I lb (lift 20 00 

Legends 

Aerathi Ikrvrrka $4.00 

Arbor la $200 

Axelrod < iunnorson $4 CX) 

Ayesha Tanaka $3 <X) 

Canon Antv $6 00 

i kvirw $12410 

Cosmic Honor $3 (X) 

Crimeoo Mo nhco re $3.00 

Demonic Torment $1.50 

Dream Cool $2.00 

Elder I .and Wurm $3.00 

Elder Spawn $4 00 

[ilvcn Rulers $3.00 

Equinox $2.00 

Evil Eye CX Onm $3.00 

Ftekl of iXeams $12 00 
Fi rethought Amulet $5.00 

Ernst Giant $2.00 

Govta Dirk $6.00 

Greater Realm $600 

Hammcrhcun $4.00 

Ikon of Deafening $5 (JO 

flieror (X Homos $2 00 

Imprison $7.00 

Infernal Medusa $3 CX) 


Jitfian 

$5.00 

Juxtopmc 

$3 (XI 

Kaiaka* 

$4(11 

Kei Takahadn 

$3.(1) 

Killer Bee* 

$7.1X1 

Kivmrt 

$1.50 

lady In an ge la 

$700 

l.ifrhkind 

$9 00 

Mold Dctmai 

$4<l) 

iVndelhaven 

$6 01) 

Petra Sphou 

$.3 00 

P»r*cfKr«(ihc Ma%k*r $2.<X) 

Rebirth 

$2.50 

Keincamotaai 

$2CX) 

Relic Hamer 

$5.50 

Rrvclatkw 

$2 50 

Ring of Imnvnal* 

$6 CX) 

Spectral Cloak 

$3.50 

Spinal Villain $12.00 

Stangg 

$3.00 

Storm Seeker 

$5.(X) 

TelckmcM* 

$5(X) 

fcleptal 

$300 

Tcmpevt Efieet 

$2.50 

Tolana 

$3.00 

Tixich (X Darincvv 

$1.50 

Urbocg 

$5.00 

Voodoo Doll 

$250 

Wall of Oppoution 

$250 

Wall of Tiwnhuonc* 

$1.50 

Wood I Jemenul 

$4.00 

Xira Anon 

$2.50 

Legends - Foreign 

Adun Oakettshicld 

$3-00 

AI ahara'* Carpet 

$4 (XI 

Bartel Runeaxc 

$3.00 

Boris Dcvilboon 

$3.00 

(leaner 

$4.(X> 

C'oncord CnKstiukls 

$2.(X) 

Field of Dream* 

$4.(X) 

Em^torm Phoenix 

$7.00 

hvclhought Amulet 

$2.(X) 

Gravity Sphere 

$6.(X) 

Circaicr Realm 

$1.50 

ILve/on Tamar 

$4.(X) 

Hdlflre 

$5.00 

ltnpn*on 

$3.(X1 

In the l.yc* of Chaos 

$3.00 

Infinite Authority 

$2.00 

Knowledge Vault 

$2.00 

lady C'akria 

$3.(X> 

land Tax 

$2.(X1 

Lmmui Si lone 

$2 (X) 

Master CXThc Hunt 

$7.00 

Mold Demon 

$2.00 

Nether Mud 

$40.00 

Nicol Bola* 

$3.00 

Palladia Mies 

$2.(X) 

Ramies Overdark 

$3.00 

KV. ill 

$2.00 

Serpent Generator 

$2.00 

Spiritual Sanctuary 

$2 00 

Storm W«*id 

$2.50 

Telekinev* 

$2 00 

Time Elemental 

$3 00 

Tukmir Deathlock 

$200 

Typhoiui 

$2 00 

Vacvicln Asmadi 

$2 00 

Mirage 


Asiiura. Ik4> Avenger 

$4.00 

Brush* agg 

$3 00 

Canopy Dragon 

$3 00 

('atocomb Dragon 

$8 00 


Poymant J endt card* me Dnar'i Club, ova tronaif* efinefc or monay ordur m US $ 
O.iwn on US bar* carh (US $. at your own nwi no COO* Stopping Coats oontrmUi 
USA S6 APOf POHiPRCanadaCiunrrvManco $8 Othar countna* $12 (amgkM) or $28 
sat or box) . $10 one* addrtjorwsi sot or bo. SpacuU UPS Expras* Service (up to 250 sin¬ 
gles only USA OarragM $12. Europ»Csnad*Ma*co Express $25 othar countnos 
Express $45 Thsss *NppmQ pneos are on ssftmo** oal ter sxoct tfippng prices to yow city 


( clestial Dawn 

$8.00 

Chat sphere 

$3.(M) 

(liarcoal I hanumd 

$3.00 

(uixnl Totem 

$3.(X) 

Daring Apprentice 

$4.00 

lorly Hanes! 

$2.(X) 

fjnhcrwikk* Djinn 

S5.(X) 

Frenetic Eftect 

$5.00 

(■nnnmg Totem 

$9.00 

l Jim’s Eve Dimiumd 

$3.00 

Lure of ITcy 

$1.50 

Marhle Diamond 

$3.00 

Miser's Cage 

$3.50 

Mystical Tutor 

$1.50 

IVari Dragon 

$3 50 

Political Trickery 

$5 50 

Polymorph 

$3.00 

Puna) of Urbocg 

$2 00 

Reckless (inihermogc $2 50 

Reparation* 

$2 00 

Sacred Mesa 

$7.00 

Spectral Guardian 

$200 

Tcfen’s Isle 

$2 00 

Wildfire limissary 

$3.50 

Worldly Tutor 

$1 50 

/anlan of the (Taw 

$3.00 

Zuhan (kdden (rat 

$3.00 

Netrunner 

Netrunner Rare 

$250 

Packs 


4th Ixhtiim Jap BB H*tr $3.60 

Beta Starter 

$275.(XT 

Dork Bor. 

$2.00 

Mirage Starter 

$6.00 

Renaissance - French S2.CX) 

Renaissance - Italian $2.<X) 

Revised (loan BB iWrVv(X) 

Tempest Booster 

$2.(X) 

Revised or 4th. 

Ankh of Mishni 

$2.00 

Balance 

$3.00 

Bayou 

$12.00 

Braingcyser 

$5.(X) 

(’kKkwork Avian 

$1.50 

( lone 

$5.(X) 

(\K-katncc 

$2.50 

Colossus of Serdia 

$2.50 

Disrupting Scepter 

$1.50 

Elvish Archers 

$3.(X) 

Eye for An Eye 

$1.50 

Gaia’s Dcgc 

$2.(Ki 

Inferno 

$1.50 

I ev iathan 

$2.00 

Lord of the Pi! 

$2.(X) 

Magical Hack 

$2.(X) 

Mails Vault 

$2.00 

Mishra’s [•actory 

$4.00 

Regmwth 

$2.00 

Righteimsnev* 

$1.50 

Rocket launc'her 

$2(X> 

Savannah Lions 

$3.50 

Swmis hi IliiWsJurr* $1 Vl 

Sylvan labrary 

$3.50 

I ime Elemental 

$2.50 

Veteran Bodyguard 

$2.50 

Zombie Master 

$1.50 

Rage - Limited 

Old Red Fogle 

$12 00 

StarTreak Alter 

Future hnterpnsr 

$95 (X) 

Sets 


4th Edition 

$IN(X) 

Alliance* 

$109 (X) 




(’^lector’s Set lnll$299(»i 
Dark - Ital $49 00 

Renaissance Itol $49 00 

Specials 

Alpha('unrux* 8dtf$l(HX) 
AciMiConiMK H)df $10 00 
HctaGmun* Jldfl $10<X> 
Dark Commom • 100 mixed 
$10.00 

I'tkxwnmuns Mgv 50 mixed 
$10.00 

Star Wars BB 

Anakin's [jghtvoher $18 00 
Birring (’omersakm $8 00 
C-3P0 (Soc Ttuocpb) $1200 
( orrliian Corsetic $2 00 

ImfvStr Star Dearnycr $4 00 
Obi Wan‘*Cape $6 00 
(»* Won’sIj^tvXvr $14 (X) 
R2-D2 $1000 

Star Trek BB 


Alidar Jan* 

$200 

Alynna Nechayev 

$200 

Drwea* 

$3 00 

Graldcv* of l-mpathy 

$200 

T.K.C. Hegh’ta 

$2 00 

Kha/ara 

$200 

Lwaxaima Trw 

$200 

PI 

$2 00 

Reginald Barclay 

$2 00 

Shelby 

$300 

Warp (’are Breach 

$2 00 

Unlimited 

Blrvung 

$200 

Camouflage 

$4 00 

(lane 

$5 25 

( onsccrate land 

$91*1 

Cuuniervpcll 

$3 00 

Disenchant 

$2 00 

Farthquakc 

1500 

False (Xilcrv 

$i as 

Granite Gorgnyle 

$4 00 

Hypnotic Specter 

$5 00 

Ice Storm 

$20 00 

Invisibility 

$2 00 

Lightning B<4t 

$3 00 

Monabarbs 

$200 

Natural Selection 

$14 00 

Raging River 

$25 tX) 

Kcgruwlh 

$2 50 

Righteousness 

$2 50 

Rock Hydra 

$4 50 

Sengir Vampire 

$3 50 

Sena Angel 

$900 

Sol Ring 

$8 (X) 

TWIkkd Cmt Keys 

$3300 

Visions 


Aku Djinn 

$5 (X) 

Anvil of Boganlan 

$4(11 

Bog anlan Phornix 

$4 (X) 

Duuramd Kaletaktos<pr$4 m 

Elkin loir 

$4 00 

Equipmve 

$5 00 

Eye (X Singularity 

$2 00 

l-emcrrf Fjxhan(rrs< 

i $4 (X) 

hebiddeti Ritual 

$4 00 

GnfTm Canyon 

$7.00 

KaUhatk Wind* 

$600 

Lightning (Tiaid 

$3 50 

X Tiles 


Deny Everything 

$7000 


No One SoPuramwd $40(I! 


pner* good aai ani Dwell*!»* iclra*cd 
k or hove* fimi today full money i 
e <bar i* dor pnnmi i* *.vc|*e*l *e rr 
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ARE YOU A FRUSTRATED RETAILER? 


DRACTUS 


YOUR GAMING 
DISTRIBUTOR 

Specializing in 
great service 



DRACTUS PUBLISHING IS PLEASED TO BE AN AUTHORIZED 
DISTRIBUTOR OF THESE FINE WIZARDS OF THE COASTS PRODUCTS: 

Fly with the crew of the WeAtherlight to the shadow 
plane of Rath, and discover wild new forces of Magic. 
There Is no calm before the storm. There is only 

Tempest. 

Before the Saga of the Clan Wars... there was the 
Scorpion's great betrayal. 



AilfiSEu. 


lliv Rath 

Step into the darkness March 1998. 



WE CARRY THE FOLLOWING PRODUCT LINES 

• 

Aired Comics 

Decipher 

Global Games 

Khalva Brain Games Systems 

Pioneer Videos 

U.S Games Systems 

Atlas Games 

Dream Pod 9 

Heart breaker 

Kopiuw 

Precedence 

West End Games 

Avalon Hill 

Loot 

Hogshead 

Last Unicorn 

Ral Part ha 

White Wo« 

Black Dragon Press 

FASA 

Holism Design 

Optknus Desiqn Systems 

Reaper 

Wizards of the Coast 

Casino Books 

Fleer Skybox 

Publishing 

Mayfair 

Rembrandt 

WHdstorm 

Chaosium 

F tying Buffalo 

Iron Crown 

Palladium 

R Taksortan Games 

Wizard Press 

Companion Games 

FPG 

Enterprises 

Ptiaqe Press 

Serve Magazine 

Wordware Press 

Daedalus Studio 

Geo Hex 

denser fc Company 

Pinnacle 

T.S.R- 

Xeno Games 



CANADIAN RETAILERS ONLY * call (613) 744-5225 

or fax (613) 744-6783 for Price List & Details on Specials 


Uncle Jed's Game Shed i 

www.gameshed.com 
www.unclejed.com 


Cdll Toll Free for Our 


FREE CATALOG 



_ < Jed Shed > 

Come for the freaks! Stay for the games! 

-ITS QUITE ENTERTAINING, AND THE BARGAINS..." 
Slim Bigboy. professional entertainer & farmhand 

No computer? Then call 

1(888)691-0747 

Your Online Super Gaminci Bam. 

We offer the best variety of 

'Video Games ‘PC/RPG/CCG 

‘Playstation/Saturn/Plintendo 

*IVotC/TSR/Tasa/etc...*And Accessories! 

All at 20"o-30° discount. Sometimes MORE. Yechal 
Secure online ordering or call toll free 24 hours. 

Most orders shipped out next day. 

Order over $ 100 and we ship it free.* 
Visa/MC/AmEx/Disc/Check accepted.Express Delivery 

'Letz uz put dem gains in yur hanz, ya freak.” 

Urv« Jod s Game Shed. Game Shed. Slow Bob. Crazy Cousin Zeke. 

A Skm B»gboy are CGame Shed so hands off my gumbo. ‘See site for details 


WART 


Plus a Full Line of Other CCG's 





TOLL FREE 

t-MAjOR-50 

Dial 1-888-625-6750 


LOW WHOLESALE 
PRICES 


MAJOR LEAGUE ENTERTAINMENT 

S*D5 West Saginaw Hwy . Lansing MI 48917 

[517] 323-3299 • Fax (517] 321-6389 
I" Email: MLeague99@aol.com 

International Orders Accepted 

H * fast guaranteed service * 
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miflT CARD COfllPflAY! 


ColMIO 766 8071 • fox A10 582-9738 


o-moii cltpe@clork.ncl • uuuiw.mintcorcJ.c 
flow /peciolizin 9 in /ingle/ & boxe/ for: 


rRMP^c] 








rnere can be only one... 


ol/o corry oil oul of print 


' vyJ* 

Ml llll 




mint Cord Company*/ 

miMATURES CHOP SHOP 

CfUl UH10-766-5841 

GvAtttacr 

0,1 ’' /0:)!M'.! 0 / )l >(oduct/ 

the time! 


der! 


Boxc^/Packs/l)t ( Ks Sinqlr C ards \< < cssoiicVSupplios 




„ WAV 

/ The Gathering I 3MUUt»SW 

r 


l ull selection of out-of-print products, 
sets, supplies and accessories available 

f w 


lor ordcrx u\rr S4«» (INI)) 
Certain rrxtriitiom 
I’lt u\c tall lor tlrlaiU 


For a complete catalog 
please call I - 2 13-34 1 -5600 


Visit our retail store located at: 


rs\J 1215541561 I (24 Hour%) 


Inlet national: I-215-241 5000 


1716 COLORADO KI.VD. 
I OS AftGFI.F.S, C A 90041 
(l 4 ROD A AIM) l*fT. ROYAL) 


f mail: tl<jainir»<( aol.com 


_ Mai line) Address: 

r.O. Box 411 1 48 


1 os Anqeles. CA 90011 V 


He accept! Checks. 
Mono Orders. AMIXAnd 


LA.*S 
1:1661 M 
6AKIk'(> 
Aid A 


(ham|e • So canccHatkms on pre orders • All sales are final 


wv'w.tm magi i .con, 
941-927-8398 


Worldwide leader in Collectibles! 


fdor/f 
cry thing! 


. The National C ollector, Inc. 

6113 Clark Center Ave. Sarasota. H, 34238 IS\ 
Noice 941-927-8398 Ea\ 941-927-9495 
info cr tncmagic.com orders a tncmagic.com 
( all or Email for sour FREE catalog Todav! 




HUM? 


(517) 539^7256 


w Magic: The- — b 

boxes, aim ^iCK*.Star Wars' & much more 

STAR WARS / X-MEN / SPAWN FIGURINES 

Pre Selling Stronghold 

Shipping is free on single card orders over SI00. 

Call P©r be*( e<%! 

We sell supplies, deck protectors, dice and much more. 

r 

Tptae saricfioneu fournamenfs every \ve 
free- ||en \>J<y area 

_ 

i« iai.fi w-1 


CCG’s. Action Figures, Toys, Beanie Babies, 
Movie Memorabillia, Film Cells, Lithos, and more 


1 Lmthcrlifht' 


3157 Clare Ave No. 
Harmon. Ml 46625 


3008 Texas Avenue 
St Louis Park MN SS426 


International Orders Welcome 
Minimum order $16 • Minimum S/N SS 95 
We accept Visa/Mastercard ami money orders 
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WZCA. 

• ^ y'wrtr 

Down and Out 

Y 'our opponent is Les, and let me tell you, things don’t look 

good. For starters, Les used a Millstone he stole from you to 
put the last two cards from your library into your graveyard 
(and he then proceeded to useTormods Crypt to clean out your 
graveyard). Without a card to draw, you will die on vour draw 
phase...that is, if you survive your upkeep. There are four Copper 
1 ablets in play, a I hunting Wind that damages you any time you 
U'C an artifact, an Aladdin that is stealing your artifacts a piece at a 
time, and a Blood Moon that has changed all vour lands into 
mountains. It is the beginning of your turn. Defeat Les this turn 
without dying. In fact, if vou feel up to the challenge, find the 
solution that netsyou the most life possible. (A clue: it s in the 
double digits!) 


DIFFICULTY 


H n O M) \ \ s T V 










CARD HIGHLIGHTS 


Aladdin 2d* 

1 d 9 and tap to take control of an 
• from opponent. Artifact is 
returned when Aladdin is removed 
from play or when game ends. 

Priest ofYawgmoth 1 ♦ 

lap to add an amount of black 
mana equal to target artifacts cast¬ 
ing cost to your mana pool. This 
effect is played as an interrupt. Tar¬ 
get artifact, which must belong to 
you, is discarded. This artifact can¬ 
not be one that is already on its 
way to the graveyard, and artifact 
creatures killed this way may not be 
regenerated. 

Sage of Lat-Nam It 

l ap n . draw a card from vour library. 
L.k h time you use this ability, you 
must choo>c one of your artifacts in 
pla\ and place it in your graveyard, 
fhis artifact cannot be one that is 
already «»n its way to the graveyard, 
and artifact creatures killed this way 
may not be regenerated. 


Gaeas Avenger I ♦♦ 

rhe *s below are the number of 
artifacts opponent h.i^ m pl,i\. 
(Gaeas Avenger has power and 
toughness of % 1/%1.) 

I taunting Wind 3 • 

Each time an artifact in plav is 
tapped or its activation cost is paid, 
1 taunting Wind docs 1 damage to 
that artifact s controller. Is not trig 
gered by continuous artifact. 

Y'esuvan Doppclgangcr 3 4 4 

Upon summoning, Doppclgangcr 
acquires all characteristics except 
color of any one creature in plav on 
either side; any creature enchant¬ 
ments on the original creature are 
not copied. During controller’s 
upkeep, the Doppclgangcr may 
take on the characteristics ofa 
different creature in play instead. 
Doppclgangcr may continue to 
copy a creature even after that crea¬ 
ture leaves play, but if it switches it 
wont be able to switch back. 





Omithopter (stolen) 2/3 
with Unholy Strength 


Bca«t% of Bogardan 2/3 
with Animate Dead 


YOU (BI.ACK/BLUE) 



Aior 1/2 

with Control Magic and Gaseous Form 




YOUR HAND 



Dark Ritual 




T' ■ 


h 
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15 LIFE REMAINING 




Gaea* Avenger *♦!/*♦! Prmt Giant 4/4 Candelabra ofTawnm Colossus of Sardia Clockwork Beast Celestial Prism 

(stolen) (stolen) 9/9 (stolen) (no counters) 0/4 (stolen) 


I launting Wind 


Blood Moon 


NO CARDS IN LIBRARY OR GRAVEYARD 


1 LIFE REMAINING 


Copper Tablet (4) 



Onulct (stolen) 
2/2 



Urn’s Mine 



Unras Tower Urza’s Vesuvan Doppelganger Undergo Hind Wall of Vapor 0/1 Library of Leng Stone Calendar (2) 

Power Plant (currently Aladdin) 1/1 Sea _ 
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Tricks 

of the Trade 


ERIC’S 

SET 


Goal: Get cards all starting with the same letter. 

Trading Quirk: Will only trade for a card that comes alphabetically before 
the card he trades away. 


DIFFICULTY 



E ric, Laurel, Dan, and 
Jason sit down for a 
Fourth Edition trading 
session. They all have goals they 
hope to accomplish plus weird 
trading quirks that dictate how 
they will trade. Assuming all 
trades arc made on a onc-for-onc 
basis, can you fulfill all four 
goals while sticking to each 
players offbeat trading quirks? 


LAUREL’S 

SET 


Goal: Collect cards that are either all sleightable (can be changed by Sleight of 
Mind) or all hackable (can be changed by Magical Hack). 

Trading Quirk: Will only trade for a card in a color (counting colorless) she 
docs not currently have. 



DAN’S 

SET 


Goal: Collect cards all by the same artist 

Trading Quirk: Will only trade cards that have either a number or maria 
symbol in common in their casting cost 



JASON’S Goal: Collect cards whose combined casting cost equals nine. 

r' Trading Quirk: Will only trade a card for another card of a different rarity. 

S E I 
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KI'.VIN (RLUE/RED) 21 CARDS IN LIBRARY 6 LIFE REMAINING 


Milling 

Around 


DIFFICULTY 


!•. \ N * 


Y bur opponent is Kevin. You 
and he are playing a Tempest- 
only constructed game. Kevin 
lias gotten a few big creatures in play 
and is on the verge of winning. You 
have begun your main phase and put 
an island into play. Defeat Kevin 
before his next main phase without 
dying yourself. 


CARD HIGHLIGHTS 

Echo Chamber 4 

4 . <•. Target opponent chooses target 
creature he or sne controls. Put a 
token creature into play and treat it as 
a copy of that creature. The token 
creature is unaffected by summoning 
sickness this turn. At end of turn, 
remove the token creature from the 
game. Play this ability' as a sorcery. 

11 elm of Possession 4 

You may choose not to untap Helm 
of Possession during your untap 
phase. 

2 , <■, Sacrifice a creature: Gain 
control of target creature as long as 
vou control Helm of Possession and 
Helm of Possession remains untapped. 

Pallimud 2 d 

Pallimud has power equal to the 
number of tapped lands target 
opponent controls. 
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Step-by-step 
solutions to last 
issues "Magic: 

The Puzzling" 

by Hark Rosewater 



C W C Kd 


Since last wc spoke, I have 
paced up and down the halls of 
Sri Lanka Memorial Hospital 
three thousand, two hundred, 
and fifty four times. Weil, at 
least that was the number late 
last night when 1 decided to 
stop counting. Leah s doctor 
finally approached me early 
this morning. There was bad 
news, bad news, and good 
news. In that order. Leah was 
in desperate condition and 
needed a new pancreas, Sri 
Lanka was currently experienc¬ 
ing a severe pancreas shortage, 
but the doctor had contacts in 
the donor organ black market. 
Little did he know that all 
three items were bad news. 

But enough of me complaining 
about my problems. 

Let me start solving yours. 


Man O'Mana 

Published in Duelist #21, p. 106 


F I '^his puzzle is all about wasting 
mana. In addition, you need to 
build up one or more big creatures 
to launch a large attack. 

1) Tap both Swamps, both Underground 
Seas, the Island, the Forest, and both 
Tropical Islands, and tap and remove 
four counters from the Blue Mana Bat¬ 
ten; to add 4 black, 6 blue, and 3 green 
mana to vour mana pool. The Mana 
Drain adds 110 colorless mana to your 
mana pool. 


2) Use 1 black and 2 colorless mana to 
cast Gloom. 

3) Use 1 blue mana to cast Sleight of Mind 
on Gloom, changing “white” to “blue.” 

The Sleigh ted Gloom is essential, as it 

allows vou to waste a large amount of mana. 

4) Use 1 blue and 4 colorless mana (3 
extra colorless mana due to Gloom) to 
cast Copy Artifact and make a second 
Soul Net. 

[Mana in pool: 3 black. 4 blue, 3 green, and 

104 colorless] 

5) Use 1 colorless mana and sacrifice the 
Onulet to tap and activate the Skull 


Catapult: this does 2 damage to the 
Cyclopean Mummy, destroying it. 

(The Cyclopean Mummy will leave the 
game, but it does pass briefly through 
the graveyard, allowing the Soul Nets 
to work.) 

6) Use 10 colorless mana to activate both 
Soul Nets twice (the copied Soul Net is 
a blue enchantment and costs 3 extra 
colorless mana to activate, due to 
(doom) and gain 4 life. Gain 2 more 


life for Onulet going to the graveyard. 
You are now at 8 life. 

7) Use 1 green mana and tap and sacrifice 
the Scavenger Folk to destroy Skull 
Catapult. 

8) Use 5 colorless mana to activate both 
Soul Nets and gain 2 life. You arc now 
.it 10 life*. 

9) Use 1 blue and 3 colorless mana to cast 
Reconstruction (more expensive due to 
Gloom) on the Onulet. 

[ Mana in pool: 3 black, 3 blue, 2 green, and 

85 colorless] 

10) Use 3 colorless mana to cast Onulet. 

11) Tap Despotic Scepter to destroy 
Onulet. 

12) Use 5 colorless mana to activate both 
Soul Nets and gain 2 life. You also gain 
2 life as Onulet goes to the graveyard. 
You are now at 14 life. 

13) Use 6 colorless mana and activate Book 
of Rass three times. This will cause vou 
to lose 6 life, and you draw three cards 
(Fcldoris Cane, Transmutation, and 
Animate Artifact). You are now at 8 life. 

Bex^k of Rass is crucial as it both allows vou 

to waste a lot of mana and recover cards vou 

will need to waste even more mana. 

14) Use 6 colorless and 1 blue mana to cast 
Animate Artifact (more expensive due 
to Gloom) on Book of Rass, making 
the Book a 6/6 creature. 

15) T ap and sacrifice Living Armor to add 
a +0/+6 counter to the animated Book 
of Rass, making it a 6/12 creature. 

16) Use 1 colorless mana to cast Feldons 
Cane. 
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[Mana in pool: 3 black, 2 blue, 2 green, and 

64 colorless] 

17) lap and remove Fcldon'sCane from 
the game to shuttle your graveyard 
(Living Armor, Skull Catapult, Scav¬ 
enger Folk, Onulct, Reconstruction, 
and Sleight of Mind) into your library 
(currently empty). 

18) Use 2 black and 1 colorless mana to 
cast Funeral March on Stangg. 

19) Use 3 colorless mana to tap and acti¬ 
vate Tawnos’ Coffin to remove the 
Stangg Twin token from the game. 
This will bury Stangg. Due to Funeral 
March, Skaffwill also be forced to sac¬ 
rifice his Hrhnam Djinn (the only 
other creature he has in play). 

20) Use 10 colorless mana to activate both 
Soul Nets twice and gain 4 life. You 
arc now at 12 life. 

[Mana in pool: 1 black, 2 blue, 2 green, 

and 50 colorless] 

21) Use 12 colorless mana to activate the 
Book of Rass six times. Lose 12 life 
and draw six cards from your library 
(everything you just put in your 
library). You arc now at 0 life. You 
have until the end of the phase to get 
back above 0 life. 

22) Use 3 colorless mana to cast Onulet. 

23) Use 1 green mana to cast Scavenger 

Folk. 

24) Use 4 colorless mana to cast Skull 
Catapult. 

25) Use 4 colorless mana to cast Living 
Armor. 

[Mana in pool: 1 black, 2 blue, 1 green, 

and 27 colorless] 

26) Tap and sacrifice Living Armor to 
add another +0/+6 counter to the ani¬ 
mated Book of Rass, making it a 6/18 
creature. 

27) Use 1 blue and 3 colorless mana to cast 
Reconstruction (more expensive due 
to Gloom) on Living Armor. 

28) Use 4 colorless mana to cast Living 
Armor. 

[Mana in pool: 1 black, 1 blue, 1 green, 
and 20 colorless] 

29) Tap and sacrifice Living Armor to add 
another +0/+6 counter to the ani¬ 
mated Book of Rass, making it a 6/24 
creature. 

30) Use 1 colorless mana and sacrifice 
Onulet to tap Skull Catapult, doing 2 
damage to Scavenger Folk, destroying it. 


31) Use 10 colorless mana to activate 
both Soul Nets twice and gain 4 
life. You also gain 2 life for Onulet 
going to the graveyard. You arc now 
at 6 life. 

32) Use 1 blue and 3 colorless mana to 
cast Sleight of Mind on Gloom, 
changing “blue" to “red*' or “white.” 

[Mana in pool: 1 black, 1 green, and 6 
colorless] 

The second Sleight of Mind is mostly to 
waste mana. You now have exactly the 
mana you need, so you must be careful 
not to mess yourself up with the new 
color. 

33) Use 1 black and 1 colorless mana to 
cast Transmutation on the animated 
Book of Rass, making it a 24/6 crea¬ 
ture until end of turn. 

34) Use 1 green and 5 colorless mana to 
cast a five-point I lurricane. Skaff s 
life is reduced to 24 while yours is 
reduced to 1. 

35) Attack with the animated Book of 
Rass and do the final 24 damage to 
Skaff, defeating him and winning 
the match. 

Whittle by Whittle 

Published in Duelist #21, p. 109 

Oops: l*uzzJe instructions correctly indicated 
' six mountains required to complete 
be puzzle; only fix* t vert pictured 

o defeat Alyssc you must do 15 
damage. You have four creatures 
(Mogg Fanatic, Flowstonc 
Giant, Gravedigger, and Fireslingcr) and 
two ways to pump those creatures 
(Crown of Flame and Blood Frenzy). 
Alyssc has a single blocker. Segmented 
Wurm. In order to get your creatures 
through, you need to destroy the Seg¬ 
mented Wurm so you can pump up your 
creatures and attack. Since no one spell 
can destroy the Wurm, you need to use 
the Wurm’s negative ability' against itself. 

1) Tap two swamps and five mountains 
to put 2 black and 5 red mana into 
your mana pool. 

2) Use 2 red mana to activate Crown of 
Flames. Mogg Fanatic gains +2/+0 
until end of turn. It is now a 3/1 
creature. 

Once Crown of Flames is activated its 
effect will remain for the rest of the turn, 











even if it is moved or removed from 
play. 

3) Use 1 red mana to return Crown 
of Flames to your hand. 

4) Use 1 red mana to cast Crown of 
Flames on Alysses Segmented 
Wurm. Once targeted it gains a 
-1/-1 counter and becomes a 4/4 
creature. 

5) Use 2 black mana to cast Enfeeble 
ment on Segmented Wurm. Once 
targeted it gains a second -1/-1 
counter. Along with the -2/-2 of 
the Enfeeblement, Segmented 
Wurm becomes a 1/1 creature. 

6) Tap Fireslingcr to deal 1 point of 
damage to Segmented Wurm. 

As soon as it is targeted, the 
Segmented Wurm gains a -1/-1 
counter and becomes a 0/0 crea¬ 
ture. It is instantly destroyed. 

The effect of the Fircslinger fiz¬ 
zles (since its target is no longer 
in play), so you take no damage 
from the Fireslingcr. 

This is the key trick to the puzzle. If 
the primary* effect of the Fireslingcr 
(the damage to the Wurm) fizzles, 
then the secondary effect (damage to 
you) also fizzles. This is the same rea 
son you do not draw a card when you 
cast Flare on a Skulking Ghost. 

7) Use l red mana to turn Flow- 
stone Giant into a 5/1 creature. 

8) Declare an attack with your 3/1 
Mogg Fanatic, 5/1 Flowstonc 
Giant, and 2/2 Gravedigger. 

9) Tap one swamp and one moun - 
tain to add 1 black (used as col 
orless) and 1 red mana to vour 
mana pool. 

10) Use 1 red and 1 colorless mana to 
cast Blood Fren/v on Mogg 
Fanatic. It is now a 7/1 creature 
until end of turn. Finish the 
attack to do 14 points of damage 
to Alyssc. She is now at 1 life. 

11) After combat is resolved, sacrifice 
Mogg Fanatic to deal 1 damage to 
Alysse. This reduces her to 0 life. 

12) Declare the end of your main 
phase and win the game. 

That's all for this issue. Until next 
time, may you always have a healthy 
pancreas. 4 
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Lost in jhE sMuFFLe 


by Richard Garfield 


All for One and One for All 


I love playing team games. 
I’ve often thought that the 
hobby game industry does 
not represent them propor¬ 
tionately to their play value, 
preferring free-for-all forms of 
conflict when more than two 
play ers are involved. There are 
many reasons why team play 
excites me where free-for-all 
play often leaves me cold. 

Playing games on a team 
leads to new and interesting 
strategies, as players specialize 
in what they’re particularly 
gtxxl at or enjoy doing. In a solo 
game or free-for-all, this spe¬ 
cialization can leave a player too 
vulnerable. In a team game you 
have teammates to cover your 
shortcomings. 

Team play also allows easy' 
handicapping. One can often 
construct teams that lead to 
exciting and close games in sit- 
( uations where splitting into 
f pairs or playing free-for-all 
would leave some players dis¬ 
satisfied. And compared to 
playing free-for-all, each player 
has a much better chance of 
winning. It can be frustrating 


hours in which only one of 
seven players will win. 

One recurring theme for me 
in gaming is the reduction of 
politics. 1 believe political 
games can be tun, but some¬ 
times they’re too much like 
work when you have to negoti¬ 
ate with everyone. In a team 
game you only need to negoti¬ 
ate with your teammates. These 
discussions are more likely to 
make you a better player since 
there should be no ulterior 
motives—just teammates trying 
to find the best strategy. 


WHAT MAKES A 
GOOD TEAM GAMEZ 

Not every game can be played 
well with teams. There are two 
main qualities that contribute 
to a team environment. The 
first is hidden information. The 
second is simultaneous move¬ 
ment under time pressure. The 
presence of either of these ele¬ 
ments doesn't guarantee a gtxxl 
team game, but it docs suggest 
that team play might be viable 
with a little work. 

These characteristics 
’ are important because 
they prevent one player 
from driving the whole 
team. When that happens 


the game is less like a team 
game and more like a two- 
person game. For example, 
team chess—in which team¬ 
mates alternate plays with the 
same pieces—often results in 
the better player telling the 
weaker player what to do. In 
bridge, this isn’t a risk because 
there is hidden information 
involved. A better player can 
only tell me what I should have 
done after the game (generally 
in great detail). 

Similarly, YVareraft works as a 
team game because there is time 
pressure and simultaneous 
movement. My partner may be 
better than me, but he or she 
will usually be ttx> busy to 
micro-manage my game play. 
This is why most physical sports 
work as team games, as they are 
composed of simultaneous 
moves under time pressure. 



PLAYING MAGIC 
AS A TEAM GAME 

Magic makes a fine team game. 
My favorite way to play Magic 
is two-on-two, where my team¬ 
mate sits next to me and each 
team gets two turns in a row. 

I here is no play/draw rule: The 
team that goes first starts with 
their second player, so they only 
get one turn before their oppo¬ 
nents get their first turns. Each 
player has 20 life and when it’s 
gone he or she is eliminated. 
Partners cannot look at one 
another s hands or whisper to 
each other, and all communica¬ 
tion is public. Players can even 


forbid public con 
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the cards of any p 
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Lost iN j\\e sLiuFFLe 


by Richard Garfield 

All for One and One for All 




I love playing team games. 
I’ve often thought that the 
hobby game industry does 
not represent them propor¬ 
tionately to their play value, 
preferring free-for-all forms of 
conflict when more than two 
players arc involved. There are 
many reasons why team play 
excites me where free-for-all 
play often leaves me cold. 

Playing games on a team 
leads to new and interesting 
strategies, as players specialize 
in what they’re particularly 
good at or enjoy doing. In a solo 
game or free-for-all, this spe¬ 
cialization can leave a player too 
vulnerable. In a team game you 
have teammates to cover your 
shortcomings. 

Team play also allows easy 
handicapping. One can often 
construct teams that lead to 
exciting and close games in sit- 
| uations where splitting into 
- pairs or plaving free-for-all 
would leave some players dis¬ 
satisfied. And compared to 
plaving free-for-all, each player 
has a much better chance of 
winning. It can be frustrating 
to play a game 
B for several 


+M4 


hours in which only one of 
seven players will win. 

One recurring theme for me 
in gaming is the reduction of 
politics. I believe political 
games can be fun, but some¬ 
times they’re too much like 
work when you have to negoti¬ 
ate with everyone. In a team 
game you only need to negoti¬ 
ate with your teammates. These 
discussions arc more likely to 
make you a better player since 
there should be no ulterior 
motives—just teammates trying 
to find the best strategy. 

WHAT HAKES A 
GOOD TEAM GAMEZ 

Not every game can be played 
well with teams. There are two 
main qualities that contribute 
to a team environment. The 
first is hidden information. The 
second is simultaneous move¬ 
ment under time pressure. The 
presence of either of these ele¬ 
ments doesn't guarantee a good 
team game, but it does suggest 
that team play might be viable 
with a little work. 

"Hiesc characteristics 
are important because 
they prevent one player 
from driving the whole 
team. When that happens 
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the game is less like a team 
game and more like a two- 
person game. For example, 
team chess—in which team¬ 
mates alternate plays with the 
same pieces—often results in 
the better player telling the 
weaker player what to do. In 
bridge, this isn’t a risk because 
there is hidden information 
involved. A better player can 
only tell me what I should have 
done after the game (generally 
in great detail). 

Similarly, YVarcraft works as a 
team game because there is time 
pressure and simultaneous 
movement. My partner may be 
better than me, but he or she 
will usually be tcx> bus)' to 
micro-manage my game play. 
This is why most physical sports 
work as team games, as they are 
composed of simultaneous 
moves under time pressure. 

PLAYING magic 
AS A TEAM GAME 

Magic makes a fine team game. 
My favorite way to play Magic 
is two-on-two, where my team¬ 
mate sits next to me and each 
team gets two turns in a row. 
There is no play/draw rule: The 
team that goes first starts with 
their second player, so they only 
get one mrn before their oppo¬ 
nents get their first turns. Each 
player has 20 life and when it’s 
gone he or she is eliminated. 
Partners cannot look at one 
another’s hands or whisper to 
each other, and all communica¬ 
tion is public. Players can even 


forbid public communication, i 

Spells and abilities can target 
the cards of any player, but until 
your neighboring enemy has 
been eliminated, vour creatures 
can only attack the opponent 
sitting next to you. Any of whit 
creatures that could normally 
attack (don’t have summoning 
sickness) can move to your 
partner’s area, but they then 
have summoning sickness in 
the new territory. Your creatures 
in your partner’s territory, how¬ 
ever, are still under your control. 
You decide whether they block 
or not (before your partner 
decides whether or not to block 
with his or her creatures), and 
you can attack with them on 
your turn. 

The biggest mistake made by 
beginners in this form of team 
Magic is being stingy when 
providing defensive help to 
their partners. When vour part¬ 
ner is eliminated you probably 
won’t be around long yourself, 
so treat your partner's life total 
as if it were vital to your own. 
Many players prefer to share 
life, hut ironically, I think this 
makes it less of a team game. 
When sharing life it’s easy' to 
view your partner as a vulnera¬ 
bility’ rather than an asset to 
your side. 

It you haven’t tried this form 
of team play, I recommend you 
do. You might find that watch¬ 
ing others play—after you’ve 
been eliminated—is well worth 
the excitement and added play 
value of the team experience. ♦ 


of fVnmytvania^hc ^ COfHumm * le P**yw. During hit college day* at the University 
1 captain of the football, wrestling, and baseball team*, (ftch. njfit) 
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